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STAGE GATE 2 
 
BUSINESS PLAN FOR NEW PROGRAMS 
 
The Business Plan for new programs is developed using this template and in consultation with a 
Curriculum Consultant from the Centre for Academic Excellence (CAE). All sections of this template and 
all Appendices must be completed. 
 
Completed Business Plans are submitted to CAE three weeks in advance of the next Senior Leadership 
Council (SLC) meeting.  If endorsed at Stage Gate 2 by SLC, CAE will forward the required information to 
the Credential Validation Service, Board of Governors, and the Ontario Ministry of Training, College and 
Universities (MTCU). 
  
 
 
1.0 Program Specifications 
 
Proposed program title: 3D Visualization 
Proposed credential: 
☐ Local Board Approved Certificate 
☐ Ontario College Certificate  
☐ Ontario College Diploma  
☒ Ontario College Advanced Diploma  
 
 
☐ Ontario College Graduate Certificate  
☐ Collaborative Degree  
☐ Degree 
MTCU program code (if it exists): 61900 Game Development 
MTCU program code comparables:  
51900 Game Design and Development 
61001 Animation 
 
Proposed Classification of Instructional Program Codes, formatted as  
CIP Code 09.0702 
Title: Digital Communication and Media/Multimedia. 
CIP Code 50.0102 
Title: Digital Arts. 
Centre for Academic Excellence Quality through Collaboration  2 
For additional information, please refer to most recent Classification of Instructional Programs (CIP) 
Canada published by Statistics Canada, available on http://www.statcan.gc.ca/. 
Projected four-digit National Occupational Classification Codes (3 maximum), formatted as  ####: 
1. 5241 Graphic designers and illustrators 
2. 2174 Computer programmers and interactive media developers 
 
For additional information, please refer to most recent National Occupational Classification (NOC) 
Canada published by Statistics Canada, available on http://www.statcan.gc.ca/. 
Identify all deliveries of this or a comparable program that have been or are currently offered at 
Fanshawe (including CE and/or Regional Campuses): 
Describe deliveries: None 
 
Proposed program launch date: September 2017 
Proposed intake(s): ☒ Fall   ☐ Winter   ☐ Spring   ☐ Other:  
Number of students in first intake: 60 
Length of program: 
• Number of semesters: 6 
• Semester length in weeks: 15 
• Total program hours: 1800 
Program delivery 
(check as many as 
apply) 
☒ Web-facilitated (face-to-face)   ☐ Blended   ☐ Online 
☐ Fast-track    ☐ Accelerated  
☐ Collaborative   ☐ Weekend 
☐ Other 
Co-op program 
☒ No 
☐ Yes 
☐ Experiential co-op (required to graduate) 
☐ Mandatory co-op (not required to graduate but fee is mandatory) 
☐ Optional co-op (not required and fee only charged if students opt 
in) 
 
 
2.0 Executive Summary   
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3D Visualization is a six-semester three-year advanced diploma delivered primarily in a classroom and 
computer lab format. As the curriculum is enacted there will be opportunity in the upper semesters for 
hybrid courses. The third year is envisioned as either an integrative capstone project or a client based 
applied research project internship, with students working on community and client projects with 
emphasis on growing commercialization and entrepreneurship. Faculty commitment to this proposed 
program is high and faculty have the skills to deliver the curriculum. The Centre for Digital and 
Performance Arts, related programming and future partnerships are exciting aspects of this program 
proposal.  
 
The program will serve as an enrolment growth opportunity for Fanshawe College that dovetails with an 
existing cluster of Interactive media, video game and 3D animation programs. Interactive design 
programs have long been a staple of large Ontario and national community colleges, and the digital 
media sector is a declared growth opportunity for London and Ontario. As the economy transitions from 
manufacturing goods and products to creating knowledge and entertainment, adoption of new 
technology (virtual and augmented reality, 3D printing, etc.) has soared and moved into the 
mainstream. The Centre for Digital and Performance Arts (CPDA) continues to provide an opportunity to 
brand Fanshawe as a leader in the interactive and new technology sectors. 3D Visualization is a 
completely new area of study and Fanshawe College has the opportunity to be at the forefront of this 
type of education. 
 
Skills learned by the 3D Visualization graduates will lead to careers within the ‘new technology’ 
economy. Graduates may end up as interactive user experience and user interface designers, 
programmers, 3D specialists, or they might use these skills in the architecture, medical, 
environmental/planning and the video and mobile game areas. 
 
Local and provincial experts have endorsed the curriculum and have participated in focus groups and 
round tables. Community support for the CDPA and its focus on interactive design are seen as a catalyst 
to grow this sector in London. 
 
 
Note: The Executive Summary will be used as part of the Board of Governors’ submission in Stage 
Gate 3 
 
3.0 Academic Programming and Quality Assurance  
 
Note: Appendices A-D will be submitted to the Credential Validation Services in Stage Gate 2 and 
Stage Gate 3 
 
 3.1 Program Vocational Learning Outcomes  
Consultation: CAE 
 
 
 3.2 Essential Employability Skills Learning  
Outcomes  
 Consultation: CAE 
See Appendix A: Form 1 – 
Program Vocational Learning 
Outcomes. 
 
See Appendix A: Form 2 - 
Essential Employability Skills 
Outcomes. 
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 3.3 Program Description 
 Consultation: CAE and Registrar’s Office 
 
Resource: Refer to Recommended Admission Standard Statements document on CAE Portal  
 
 3.4 Course Descriptions 
 Consultation: CAE 
 
 3.5 Relationship to Professional or Licensing 
Bodies 
 Consultation: CAE 
 
 3.6 Curriculum Design and Delivery 
a) Provide rationale for curriculum design, including work 
integrated learning (if appropriate): 
1. Alignment with program vocational learning 
outcomes 
2. Alignment with essential employability skills outcomes 
3. Suitability for target populations(s) 
b) Indicate where and how existing courses may be included in this new program. 
c) Provide rationale for delivery methods (e.g., face-to-face, blended, online, fast track, 
accelerated, collaborative, weekend), including work integrated learning (if appropriate): 
1. Alignment with program vocational learning outcomes (industry expectations) 
2. Alignment with essential employability skills outcomes 
3. Suitability for target populations(s) 
 Consultation: CAE 
 
 
a) The curriculum builds over three years from foundation theory and practice in digital media in 
levels 1 and 2 to more advanced technical applications in levels 3 and 4, and finally to 
integrated learning experiences with live clients and a capstone project in levels 5 and 6. For 
detailed information please refer to the Appendix E: Curriculum Map – Program VLOs and 
EESOs  
b) The premise of the new 3-year 3D Visualization program is that the first year of the program will 
be a common, or shared year, with the IDP program.  The curriculum similarities between the 2 
programs make a common year a logical choice. Benefits to a common year would be shared 
resources including faculty, equipment and lab space. Currently the IDP program has 4 core 
courses in each term. As the 3D Visualization program comes on board, 2 new courses will be 
added to the IDP program making it a total of 5 courses in each semester of the first year. The 2 
new courses would be: Motion Design in term 1 and Digital Media Theory and Project 
Management in term 2.  
c) The delivery method for this program will follow a standard format based on the IDP and Video 
Game Design and Development (VGD) programs: face to face and lab based instruction. The 3D 
See Appendix B: Program 
Description. 
See Appendix C: Program 
Curriculum. 
See Appendix D: Regulatory 
Status Form. 
See Appendix E: Curriculum 
Map - Program VLOs and 
EESOs. 
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Visualization program will rely on the newest technologies (i.e. virtual and augmented reality 
systems, specialty hardware and software, specifically configured labs, etc.) therefore the 
instruction and delivery of the content must take place in a 3D Visualization lab for the majority 
of the program.  
 3.7  Research and Innovation 
a) Describe how research and innovation will be included in the program (Policy 2-B-02). 
Consultation: Centre for Research and Innovation 
 
 
Faculty play a key role in motivating students and engaging them in research activities. Professor Rob 
Haaf is a recipient of the President's Distinguished Research/Innovation Award, recognizing his 
contribution to instilling and growing a research culture in the interactive media programs in the School 
of Contemporary Media. Rob and his colleagues at the CDPA have worked to establish embedded 
research projects in three teaching levels, and have a strong track record of obtaining funding and 
bringing research projects to life. Projects to date involve educational gamification, animated films, 
adaptive technologies, app development, and medical related educational assets. 
 
In the cluster of programs where this program would fit there is already a tradition of client centred, 
experiential and capstone projects. The area has used internal and external research funds to embed 
research concepts in curriculum. There is a coordinator role in the department called “Project 
Integration Coordinator” to assist faculty in developing these types of learning activities and to act as a 
liaison with CRI – Centre for Research and Innovation and with outside funders. 
 
 
4.0 Fit of Program  
 
 4.1 Gap Analysis 
 
Consultation: CAE, Strategy & Planning, External Resources 
 
 
The program will bring new FTE students to Fanshawe meeting Strategic Goal #1. The program is a six-
semester program so enrolment growth will increase as the program flow unfolds. The School of 
Contemporary Media is a Centre of Excellence and as such provides a premier learning and career 
preparation experience in the Ontario Community College system. 
 
This program aligns with other cluster programs from the Contemporary Media Centre of Excellence 
such as Interactive Media Design (IDP3), Interactive Media Specialist (IMS), Visual Effects and Editing 
(VEE), 3D Animation and Character Design (ANC) and Video Game Design and Development (VGD).  
 
The 3D Visualization program fits with the LEDC London Economic Development Corporation’s focus 
on the digital media, Information and Communications Technology (ICT) and gaming sectors. For 
several years the LEDC has encouraged and supported growth in these sectors. As well, the London 
Cultural and Profile Report and the London Cultural Prosperity Plan encourage arts related economic 
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development and finds a strong co-relation between arts related employment and the standard of 
living in the city. 
Graduates of the program will be able to find employment across many sectors needing 3D modeling, 
architecture, virtual/augmented reality, coding, and visualization skill sets. There is much convergence 
across sectors. 
 
There is a national movement to increase Canada’s role in ICT and digital media. Here is the mandate 
of the national Canadian Digital Media Network in nearby Waterloo ON: 
“Canada’s opportunity in the digital economy lies in exercising our strengths across the full digital 
media continuum: strong technology and tools, rich content and satisfying user experience. The 
Canadian Digital Media Network is Canada’s largest concentration of business driven digital media 
research, technology development and digital commercialization expertise. We use digital media 
tools, technology and applications to advance multiple industries – entertainment, health care, 
education, financial services, and advanced manufacturing.” http://www.techvibes.com/company-
directory/candadian -digital-media-network 
 
 
 
4.2 Key Performance Indicators (KPIs)  
 
Please complete this table with the three most recent years of published data* for similar programs at 
your college only (minimum one, maximum three). Similar programs may include programs at the same 
or different credential levels, and transfer opportunities. Please add additional rows as needed. 
 
Program 
Academic Year Of Graduation  2011/2012 
2012-
2013 
2013-
2014 MTCU Title  MTCU Code 
Graphic Design 61820 
Graduate Count 62 78 90 
Employment Rate** 57 58 55 
Employment Rate in a Related Field*** 78 91 83 
 
 
Program 
Academic Year Of Graduation  2011/2012 
2012-
2013 
2013-
2014 MTCU Title  MTCU Code 
Interactive Media Design 59403 
Graduate Count 60 52 83 
Employment Rate** 38 67 46 
Employment Rate in a Related Field*** 83 87 92 
 
 
 
*KPIs are to be calculated in accordance with the methods prescribed by MTCU. KPIs are based on graduates of MTCU 
approved full-time postsecondary programs whose funding status is shown in the graduate record layout as MTCU operating 
grant, Co-op Diploma Apprenticeship or Second Career, and who were surveyed by telephone. 
** Employment Rate = (number of survey respondents employed Full-time or part-time, related or unrelated) / (number of 
survey respondents in labour force) 
*** Employment Rate in a Related Field = (number of survey respondents employed Full-time or part-time, related) / (number 
Centre for Academic Excellence Quality through Collaboration  7 
of survey respondents in labour force) 
 
Programs in the Faculty of Arts, Media and Design have KPIs that show excellent employment rates in 
their field, and strong employment rates in related fields. 3D Visualization is an emerging field in which 
information, visual design and data can be presented as a two dimensional graphic, a three- 
dimensional model or in an interactive object or application. 
  
According to labour market research from Economic Modeling Specialists International (EMSI), there are 
578 graphic designers and illustrators in the London region and the number employed in the field is 
expected to increase significantly over the next 4 years by 6%.  Fanshawe College’s Graphic Design 
program is the largest program in the Faculty. There is a strong student demand for the program with 
Fanshawe College having the 4th highest number of applicants and 2nd highest number of enrolments in 
the province (OCAS 2011-2014).  Much like the Graphic Design program, the 3D Visualization program 
focuses on creative thinking and design principles with an additional focus on data, interactivity and 
three-dimensional design. 
 
Presently there are 650 people employed in the fields of digital media and entertainment in the London 
area with a 4-year projected employment growth of 6.6% (EMSI). Graduates of the 3D Visualization 
program have skills to find employment in these fields.  Graduates can find employment in the area of 
digital media in positions such as user interface and big data designers, architectural and medical 
visualizers, effect artists, prototype and product designers.  In the area of entertainment, a graduate can 
find employment in app and game development as well as in project management and 3D environment 
development. 
 
How many other colleges within your region are approved for funding to offer programs in this same 
MTCU code?  
 
There are no colleges in the immediate region that offer any programs using the 61900 MTCU code. Outside 
of our region the following colleges offer programs using 61900, Niagara and Durham college’s offer Game 
Development and George Brown offers 3 programs using 61900, Interaction Design and Development, Game 
Development and Game Programming.   
 
*Please refer to the APS-MTCU Table available on the CAAT Extranet Site, in the Programs Section, for a 
complete list of programs approved for funding through the College Funding Framework, at 
http://caat.edu.gov.on.ca/ (user name: caatsite; password: 900Mowat).  
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 4.3 Partnerships Supporting New Program 
a) List any new internal or external partnerships that may develop if this program were to be 
delivered.   
b) What, if any, alliances are possible to reduce costs, increase speed to market and increase 
market coverage? 
c) How are the external stakeholders willing to support the proposed program? (Check as many 
as apply) 
☒ Continuing on Advisory Committee ☒ Teach a course 
☒ Provide placement or experiential learning (e.g. co-op, field placement, 
mentorship) 
☒ Present as a guest speaker ☒ Provide a tour 
☒ Research (project, partnership etc.) ☒ Donation, Scholarship, Award 
☐ Other: 
 
a) Given the subject of this advanced diploma, and provincial demand and increased opportunities 
for colleges and universities to work together, degree completion and articulations should be 
easy to develop as the program unfolds. 
 
 
 
 
4.4 Pathways to and from Proposed Program and Programs  
 
 
The first year of the 3D Visualization program will have a common curriculum shared with the IDP 
program (Joint first year). The common first year would allow students the time and experience to make 
an informed choice about their program and career paths and most importantly have a choice after the 
first year of study, when they would have a much better idea of the areas of study they would be 
undertaking. 
 
Students completing the first year of the joint 3D Visualization – IDP programs would have the 
opportunity to choose to continue on with the second year of the IDP program or switch to the second 
year of the 3D Visualization program. Students in the IDP stream would graduate with a diploma after 
their second year while students in the Visualization stream would continue onto their third year of 
study graduating with an advanced diploma. 
 
Students graduating from the 3D Visualization program have postgraduate options: 3D Animation and 
Character Design (ANC), Interactive Media Specialist (IMS), and Visual Effects and Editing (VEE). 
 
It should also be noted that the new Media Foundation program is scheduled to begin in September 
2017. This will provide media centric students with an excellent foundation in the core subjects leading 
up to the 3D Visualization/IDP programs. 
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 4.5 How will this program help support the College’s enrolment growth strategy? 
 
 
This program brings new FTE students to the college in an affinity subject area and adds a three-year 
advanced diploma to the School of Contemporary Media. Flow through after semester six is projected 
to be 60 - 80 students.  
 
What strategic benefit will this program provide? 
• Grow student numbers 
• Curricula that compliments existing programs 
• Meets regional economic growth plans 
• Dedicated faculty 
• Community support 
• Educates students in digital economy and cultural economy  
 
This program supports the 2014-17 Strategic Mandate Agreement (SMA) on multiple levels. Primarily, 
it demonstrates continued building in Digital Media and Entertainment, a current program area of 
strength. The multi-disciplinary applications of 3D Visualization touch on a number of other program 
areas of strength, including: Horticulture, Transportation Technologies, Information Technologies, 
Building Technologies, Health Sciences, Hospitality and Recreation Management. The program also 
supports several areas of growth identified in the SMA, including Public Safety, Information Security 
and Aerospace. 
 
The proposed program likewise supports the 2015–18 Integrated Master Academic Priorities Plan 
(iMAPP). New Program Development supports Section 1, Enrolment Growth, with Non-Direct 
Students being a key target group for this program. Section 2, Quality Assurance/Supporting Students, 
will be supported through the Annual Quality Assurance Self-Assessment process, with pathways to a 
number of Post-graduate Certificates including IMS, ANC, and Game Development – Advanced 
Programming. Supporting Fanshawe’s Pedagogical Shift, the program will embed a strong focus on 
Entrepreneurship, and holds great potential for Research and Innovation as a new and rapidly 
developing field. Capacity for Research and Innovation is currently being demonstrated at CDPA in 
development of a 3D Visualization application for Emergency Response in collaboration with the 
London Police Department. Ultimately, the program is expected to support Section 4, People Strategy, 
through collaborative engagement across Schools and a dramatic need for ongoing professional 
development. 
 
 
Resources: Refer to Strategic Mandate Agreement and Master Academic Priorities Plan documents 
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5.0    Demand for Program  
 
5.1 Student Demand (from Stage Gate I – enhance with additional research) 
a) Provide evidence to validate student demand and/or societal need. (e.g. Student surveys, 
enrolment summaries and growth trends for similar programs, system enrolments and 
projected growth, or demographic projections for relevant sub populations) 
 
b) Indicate which student populations are most likely to be attracted to the program: 
    Persona Groups 
     ☒ Direct 
     ☒ Non-direct 
     ☐ International 
     ☐ Other (identify): 
 
c) Include an assessment of whether this program will draw students away from existing College 
programs or complement existing programs. 
 Consultation: Registrar’s Office, Recruitment, International, Strategy & Planning 
 
 
a) Data is very limited as there are no directly comparable programs. The VGD program has seen 
enormous interest with 4 sections (160 students) for the September 2015 launch of the 
program.  After the program reaches its third year it will have approximately 350 students 
enrolled.  
 
b) Domestic populations are most likely to be attracted to this program, as there are currently no 
full-time programs in 3D Visualization in Canada. However, it is likely there will be interest from 
international populations as well. The market will include direct and non-directs, as this 
program will draw mature students wishing to stay current with new technologies, and 
transition into this new field. 
 
c) There is little likelihood that this program will draw students away from other College programs 
because the field is new, and therefore not closely aligned with any existing area of studies. 
While the program will share a common first year with IDP, the latter is predominantly focused 
on occupations in web development and other online communications technologies and design 
techniques. While the field involves 3D media, it is not likely to draw from VGD or ANC because 
the application is not specifically entertainment focused. There is certainly an opportunity to 
complement existing programs, as 3D Visualization will be applied in so many fields. This may 
take the form of pathways to and from other diplomas and graduate certificates, as well as 
collaboration with other programs on curriculum and research projects. The following programs 
have strong potential for complementary strategies: 
•         Architectural Technology AYT1 
•         Civil Engineering Technology CEY2 
•         Construction Engineering Technology Management CMY1 
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•         Manufacturing Engineering MEY4 
•         Interactive Media Design IDP3 
•         Interactive Media Specialist IMS1 
•         Bachelor of Environmental Design and Planning BED1 
•         Bachelor of Interior Design BID1 
•         GIS and Urban Planning URP2 
•         Landscape Design DLU4 
 
 
 5.2 Labour Market Demand (from Stage Gate I – enhance with additional research) 
a) Provide evidence to validate employment demand from some or all of the following: 
1. Trend data (employment trends for related employment) 
2. Feedback from and support of the Program Advisory Committee  
3. Feedback from external stakeholders.  
4. Other data sources (e.g., London Economic Development Corporation)  Attached 
5. Letters of employer support (attached as appendix)   
 
 
Market demand is very high for interactive, 3D and video game skill sets in the City of London. There 
is a substantial ‘digital’ industry that is experiencing notable growth and that has relied on skilled 
graduates from the Interactive cluster of programs at Fanshawe College. Based on the findings of the 
External Focus group of March 10, 2015, the following statements and recommendations were given:   
• The skills that students of this program would graduate with are in high demand and are 
difficult to find at all levels.  
• Skills in 3D, coding, and visualization transcend the gaming and architecture industries and 
are in huge demand in the medical imaging field as well. 
• Using these skill sets for visualizing big data and making it interactive for the business world 
is also an area of growth.  3D rendering for architecture, interior design, info-graphics, and 
medical imaging are almost expected for any presentation.  
• The London Economic Development Corporation forecasts that the digital media sector is an 
area of growth in the region.  Much of the technology (3D printing, 3D scanning, etc.) is 
becoming financially feasible for individuals and small companies to use and incorporate into 
their workflows and that is a substantial plus for entrepreneurs and startup companies.  
Visualization skill sets will provide graduates with greater job prospects and options for 
employment.   
 
An example of projected growth for the digital/interactive industry, the Labour Market Outlook 2015-
2019 report from the Information and Communications Technology Council 2015 reported on page 25: 
‘Ontario will need to fill the following Information and Communications Technology (ICT) positions’:  
• 9,320 Computer Programmers and Interactive Media Developers,  
• 2,670 Graphic Designer and Illustrators  
• 2,760 Web Designers and Developers. 
‘Data Visualization: A Growing Business Trend’ an Accenture report illustrates the need for making big 
data and data visualization an integral component in competitive business strategy.  
http://www.accenture.com/SiteCollectionDocuments/Local_India/PDF/Accenture-Data-Visualization-A-
Growing-Business-Trend.pdf 
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6.0 Feasibility of Program   
 
 6.1 Multi-Year Enrolment Projections (headcount) 
 Consultation: Registrar’s Office 
 
 
 
 
 
 
 
 
 
 
 
 
 
 6.2 Human Resources 
a) Include staffing plan for program, up to and including full implementation. 
1. Estimate the staffing requirements that are above the existing HR complement. 
2. Would there be any changes to current staffing arrangements in order to implement 
this new program? 
3. Would there be any additional training needs?  
 Consultation: Human Resources, OD&L, other Schools 
 
b) Student Services 
1. What other Learner / Student Success Services are required? 
 
 
a) The 3D Visualization program will require one full-time hire for the first year, one full time hire 
for year 2 and 2 full time hires for the third year of the program.  Additional part time, partial 
load and sessional instructors will be needed as the program progresses in the second and third 
years. Hires for this program will have very specialized skill sets therefore Human Resources will 
need to be aggressive and post the position well in advance of the program start.  There may 
possibly be a shift of some faculty from the VGD and IDP programs over to the 3D Visualization 
program as some are specialists in this field. Naturally this will have an effect on staffing in both 
programs.  The technology in the 3D Visualization program is advancing at a very quick pace. 
Faculty will need constant upgrading of their skills, which would include software training, (both 
onsite and online) as well as participation in conferences, lectures and technical training (i.e. 3D 
 2016/17 2017/18 2018/19 2019/20 Ongoing 
Year One  60 60 60 60 
Year Two   50 50 50 
Year Three    40 40 
Year Four      
Number of 
Graduates      
Total  
Enrolment  60 110 150 150 
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printing and scanning). A significant portion of the budget should be allocated for PD for full 
time staff to upgrade every year. 
 
b) 3D Visualization will require the same student services as existing programs in the CDPA digital 
media cluster. 
 
 
 6.3 Ministry Funding 
 Consultation: CAE 
 
Note: Appendix F will be used as part of the Request for Approval for Funding Form submitted 
to the MTCU in Stage Gate 3 
 
 6.4 Tuition Fees 
 Consultation: Registrar’s Office, Financial Planning, CAE 
 
 
Approved Postsecondary (APS) Program MTCU Table 
 
 Wt - Program Weight for funding purposes: 1.6 
 
 FU - Program Funding Units for funding purposes: 3.6 
 
 Proposed annual tuition fee:  $_2849.30_________ 
 
 Fees:  Regular  Yes  __X___ No  _____ 
 
  High Demand  Yes  _____ No  _____ 
 
 What tuition and ancillary fees are being charged by other colleges for similar 
programs?   
 
George Brown: Interaction Design and Development, Tuition: $6990.00; Ancillary: $1307.00 
Niagara: Game Development, Tuition: $5,887.74; Ancillary Fees: $1347 
Durham: Game Development, Tuition: $6936; Ancillary Fees $1349     
 
  
See Appendix F: Program Delivery 
Information (PDI) Form to Calculate 
Program Funding Parameters. 
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 6.5 Program Resources 
a) Capital requirements 
 
 Consultation: Faculty, Chair, Program/Ops Manager, HS&S, Facilities Management 
 
 
General Requirements: 
Workspaces are needed for each full time faculty connected to the program, for the program 
coordinator, and for support staff. 
The program will not be a Connect program. Currently no additional program fees are expected; 
however many media programs do have NTI fees and this program may include NTI fees for trips, 
laptops, etc. 
Software parallel to high-end post grad computer labs AT CDPA  
Software licensing fees same as labs at CDPA 
Standard needs of all future classrooms – podium, projector, smart board, Wi-Fi, cross functional 
seating and data drop and electrical needs to support BYOD students. 
 
 
Space requirements  
 
1. Will this program require renovations to 
existing space? 
2. Will this program require additional space? If yes, describe 
3. Will this program require designated space? If yes, describe.  
4. Specify the size, type and attributes of classrooms and/or dedicated labs.  
 
 Consultation: Facilities Management, Timetabling/Scheduling 
 
 
Space Requirements: See form G- for lab /classroom/total TCH hours breakdown 
Lab size – 40 stations 
1. A current space may need to be renovated/retrofitted to facilitate an advanced meeting space 
geared to industry and client collaboration. This space would have computers, mobile devices 
(for testing) a smart board, and full wireless capability. It could be a shared room with 
VGD/IDP/IMS programs. 
2. The 3D Visualization program will share facilities with the IDP program in year one (as a joint 
program). As students move into the second year of the 3D Visualization program, new lab 
space will need to be allocated for these students. (It should be noted that the VGD program 
will have students in all 3 years of its program by then). It is estimated that the VGD program 
will need an additional 2 labs to facilitate students going into years 2 and 3. The 3D Visualization 
program will need 2 additional labs. 
3. There will be need for a room dedicated to 3D printing, 3D scanning, photography, green screen 
shoots, audio production, and hardware assembly. 
4. Computer Labs will follow same technical set up as the existing game labs at CDPA. There will be 
exceptions when it comes to software installation, which will be determined closer to the 
launch of the program.  These labs will require powerful PCs capable of a wide range of 
processing particularly when it comes to rendering in 3D.  High-end graphics cards will be 
Complete Appendix G:  Detailed 
Course Delivery 
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needed on every PC which may differentiate the 3D Visualization labs from the other labs at 
CDPA (VDG, IDP, IMS etc.).  Client lab space will be used to meet with clients and industry 
partners. The labs should be equipped with a range of mobile hardware devices (IOS and 
Android devices), desktop computers, a SMART board, audio set-up, tables and chairs reflecting 
a professional meeting space. 
 
b) Computing requirements   
1. Identify any computers or related hardware devices that are to be funded 
2. Identify any connectivity requirements that are to be funded  
3. Identify any data storage requirements that are to be funded (excluding FOL): 
4. Identify any software requirements and version: 
5. Estimate the computing requirements required for startup of all levels.  
6. Estimate the computing requirements for ongoing delivery of the program (up to 
the 5th year).  
7. What are the implications for existing IT architecture given program size, delivery 
format and computing requirements?  
8. Does existing IT infrastructure allow this program to be offered as proposed? If no, 
what is required? 
9. What are the software licensing fees (one time and annual)?  
10. Is there a requirement to purchase enabling technologies (clickers, SMART Boards, 
etc.)? If yes, describe.  
11. Can the proposed hardware and software run on the College’s networks? If no, 
describe what is required. 
12. What are the online registration, e-learning and FOL requirements?  
13. Are there specific IT staff support needs for the program? If yes, describe.  
 Consultation: Information Technology Services 
 
 
Please refer to the attached spreadsheet outlining equipment needs including computers and 
supporting hardware/software. 
1. Technology Requirements:  High-end visualization/ animation computer labs and related 
software meeting specs of labs in new CDPA building. Regular classrooms. Computer 
Specifications:  PC computers with high-end video card, processors, RAM, etc. advanced WI-
FI, WACOM Tablets. 
2. Connectivity will follow current protocols at CDPA. Both high-speed wireless and ethernet 
plug in capability. 
3. The 3D Visualization program will likely need a render farm to facilitate 3D rendering. This will 
likely mean a separate room equipped with servers to support this. Cloud storage may be an 
option to a physical space but that will need to be determined closer to launch. 
4. Software requirements are consistent with those of other digital programs at CDPA (VGD, 
ANC, IDP and IMS). 3D Visualization will require the Autodesk Suite, which includes 3D Max, 
Mudbox, etc., UNITY Game Engine and the Adobe Master Suite. Additional software 
applications will be determined as the program develops. 
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5. 2 new 40 seat high end PC labs are required, with the same configuration as those currently 
installed for digital programs at CDPA, high end PCs equipped with powerful processors, 
Video RAM, WACOM tablets, keyboards and mice. 
6. Lab needs by year 5 will need to be determined as part of a larger planning project related to 
all digital media programs at CDPA. Configurations of new labs will be the same. 
7. The IT needs of the program fits within current norms. 
8. The existing IT infrastructure allow this program to be offered as proposed.  
9. Software requirements will be the same as VGD/ANC labs at CDPA. Adobe, Autodesk, UNITY 
Pro, Office Suite and various others from year to year. 
10. The enabling technologies are for the standard needs of all future classrooms – podium, 
projector, smart board, WI-FI, cross-functional seating and data drop and electrical needs to 
support BYOD students. 
11. The proposed hardware and software run on the college’s networks within current norms. 
12. There are no online registration, e-learning and FOL requirements beyond the existing 
systems at the college. 
13. The Visualization program would require 1 full time technologist/technician by the second 
year at the latest. 
   
 
c) Learning Resources - Include collections and/or online resources required. 
 Consultation: Library 
 
 
Similar to other interactive/digital programs library and media needs 
• LMS will support the teaching/learning process by providing materials (physical and 
digital), reference services (in-house and virtual) and appropriate facilities (study 
spaces, screening rooms, and computer labs). 
• The expectation is that students will be primarily interested in online and/or digital 
offerings – eBooks, databases, online journals, streaming videos, and online chat. 
• Existing offerings of potential use include collections that are primarily multi-disciplinary 
in nature (i.e. Academic Search Complete, ACM Digital Library, eBrary). 
o These include Computer Graphics Forum, Design News, Design Week Online, and 
Journal of Visual Art Practice.  
• Additional program-specific databases and streaming video offerings may be 
required.  The estimated cost will be between $5000-$15000, depending upon 
curricular objective. 
• Examples: 
o International Journal of Art & Design Education  
http://onlinelibrary.wiley.com/journal/10.1111/(ISSN)1476-8070 
                                $1628.00 USD / $2,176.94 CDN plus taxes. 
o Computer Animation and Virtual Worlds  
http://onlinelibrary.wiley.com/journal/10.1002/(ISSN)1546-427X 
            $2,317.00 USD / $3,098.97 CDN plus taxes. 
• These subscriptions as priced give access to content dating back 5 years during the 
subscription year.  (Subscription year 2016 – content from 2012 to 2016). 
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d) Marketing Plan - Outline marketing strategies that will assist in reaching the appropriate 
student populations for this program. 
 Consultation: Reputation and Brand Management 
 
 
As there is no direct match to an offering at any other Ontario or Canadian College, there is strong 
opportunity to recruit from beyond Fanshawe’s traditional catchment area, including the GTA. The 
marketing strategy for this program will be focused on achieving 50% enrolment from catchment, with 
50% coming from other markets. The target demographic is direct and young non-direct (under 
22).  Budget items to include: 
• $5,000 Google search and display advertising 
• $12,000 ad placement in major industry publications 
Other tactics include promotion through existing high school and fair visits, internally produced 
promotional video.  
 
 
 6.6 Budget for Program - (multi-year)  
a) Quantify any estimated spending requirements that are 
above your existing budget. 
b) Outline any budgetary assumptions. 
c) What was the outcome of your funding calculation? 
 Consultation: Financial Planning 
 
 
a) This is a new technology-based 3 year advanced diploma program, and will have expenses 
above COM’s existing budget for 2 high end computer labs, miscellaneous multi-media 
technology, faculty and technical support staff required to support training and research in the 
new and growing area of 3D data visualization. The pro forma calls for $1.5 M operating and 
capital outlay for year one, and approximately $675K operating on an annual basis. An 
additional $420K will be required for lab upgrades in each of year 5 and 10. 
b) The budget is based on the existing VGD1 program, with similar capital and operating 
requirements. Assumptions are: 
a. Tuition based on existing standard tuition program, given College’s limit on 
differentiated tuition. (This program SHOULD be differentiated, as is VGD1.) 
b. 95%/5% domestic/international enrolments 
c. Based on level 1 enrolment total of 60 
d. Program specific fee of $200 in levels 2,4,6 (avg $100 per term) 
e. Two new computer labs and associated reno costs incl furniture, podium, smartboard, 
cabling etc. (@ $160/sq ft and 1700 sq ft) 
f. 2 labs, one with 40 high end computers and 40 Cintiq monitors, and one with 40 high 
end computers and Wacom tablets. 
c) 10 year projection shows NPV of $3,833,001. 
 
 
  
See Appendix H: Multi-Year 
Budget Projections with Net 
Present Value (NPV). 
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 6.7 Alternative Sources of Funding 
a) Are there alternative sources of funding for this program (e.g., donations, repurposing, 
partnerships)? 
Consultation: Advancement and Alumni Office 
 
 
No alternative sources of funding have been identified at present. However, given the strength of the 
interactive media sector in London, and Fanshawe’s existing excellent relationships with industry 
leaders there is a strong likelihood of developing donations and partnerships as the program 
progresses. 
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APPLICATION FORM FOR PROGRAM PROPOSAL 
 
A. Funding Request: This proposal will be sent to the MTCU for Approval for Funding.                
☒Yes 
☐No 
B. College Name: Fanshawe College 
C. College Contact(s): Person responsible for this proposal. 
 
Name: Steven Torrens 
Title: Curriculum Consultant 
Telephone: 519 452-4430 ext.4611 
E-mail: storrens@fanshawec.ca 
Name: Rob Carver 
Title: Chair, Contemporary Media 
Telephone:       
E-mail: rcarver@fanshawec.ca 
  
 
D. Proposed Program Title:  3D Data Visualizations and Simulations  
E. Proposed Credential: Please select one (1).  
☐Local Board Approved Certificate  
☐Ontario College Certificate  
☐Ontario College Diploma  
☒Ontario College Advanced Diploma  
☐Ontario College Graduate Certificate  
F. Program Maps (Appendix A): Please complete and attach the two (2) Program Maps. 
Form 1- Vocational Program Learning Outcomes 
Form 2- Essential Employability Skills Outcomes 
G. Program Description (Appendix B): Please complete and attach the Program Description 
Form.  
H. Program Curriculum (Appendix C): Please complete and attach the Program Curriculum 
Form.  
I. Regulatory Status Form (Appendix D): Please complete and attach the Regulatory Status 
Form.  
J. Date of Submission to CVS:  December 2, 2015 
FOR CVS USE ONLY 
K. Date of CVS Response:  January 11, 2016 
L. CVS Validation Decision: 
☐Proposal Validated. APS Number:         
     Reason:       
☐Proposal not Validated.  
     Reason:       
M. CVS Signature:  
 
Send the completed form and required appendices to: belfer@ocqas.org. For detailed information on how to complete the 
Application Form for Program Proposal, please refer to the Instructions for Submission of Program Proposal document at 
www.ocqas.org. 
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INTRODUCTION  
 
The process established by the Credentials Validation Service (CVS) is designed to be a 
streamlined, seamless, effective, and efficient process that will allow colleges to submit and 
receive validation requests and decisions in a timely manner. The document with the 
instructions to complete this form (CVS Instructions for Submission of Program Proposal) is 
available to all colleges on the OCQAS website (www.ocqas.org). 
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F. PROGRAM MAPS (APPENDIX A): Form 1 - Vocational Program Learning Outcomes 
 
Provincial Vocational Program Outcomes 61900 
☐  Provincial Program Standard, or  
☒  Provincial Program Description   
MTCU code:       61900 
Proposed Program Vocational Learning Outcomes Course Title / Course Code 
1. Design original concept art, models and animations for 
game characters. 
 
1. Create original design elements & generative art for 
interactive 3D visualizations. 
 
MMED 1016/XXXX – Motion Design 
1 & 2  
MMED 1018 /3011– Design & Image 
1 & 2 
MMED 1017 – Visual 
Communication 1 
MMED XXXX - Visualization Practical 
Applications 1, 2, 3, & 4 
MMED XXXX - Generative Art and 
Storytelling 1 
MMED XXXX – Interactive and 
Generative Art 
MMED XXXX – Visual 3D for 
Production 
MMED XXXX - Advanced 
Visualizations 
MMED XXXX – Capstone Project 
 
2. Create sophisticated processes and methodologies 
that generate the framework for a video game. 
 
2. Create sophisticated processes and methodologies 
that generate the framework for a simulated 
environment. 
 
MMED 1020/XXXX – Digital Media 
Theory & Project Management 1 & 2 
MMED XXXX - Introduction to 
Unity3D Simulations  
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MMED XXXX – Precision Technical 
Modelling 
MMED XXXX - Visualization Practical 
Applications 1, 2, 3 & 4 
MMED XXXX – Visual 3D for 
Production 
MMED XXXX – Advanced 
Visualizations 
MMED XXXX – Capstone Project 
MMED XXXX – Production Overview 
and Support 
 
 
3. Apply a variety of coding and scripting solutions in the 
production of video game projects. 
 
3. Apply a variety of coding and scripting solutions in the 
production of virtual reality and augmented reality 
projects. 
MMED 1006– Web Development 2 
MMED 1005 – Multimedia 
Authoring 1 
MMED XXXX - Introduction to 
Unity3D Simulations 
MMED XXXX - Visualization Practical 
Applications 1, 2, 3, & 4 
MMED XXXX – Simulations and 
Application Development 
MMED XXXX – Product Design and 
Prototyping 
MMED XXXX – Capstone Project 
MMED XXXX – Production Overview 
and Support 
 
4. Incorporate industry standard video game testing 
methodologies into the game development process  
4. Integrate industry standard protocols using 
appropriate software for the testing of 
MMED 1020/XXXX – Digital Media 
Theory & Project Management 1 & 2 
MMED XXXX - Visualization Practical 
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simulations/projects. 
 
Applications 1 
MMED XXXX – Product Design and 
Prototyping 
MMED XXXX - Statistical Narrative 
and Procedural Aesthetics 
MMED XXXX - Statistical 
Accountability in Visualizations 
MMED XXXX – Capstone Project 
MMED XXXX – Production Overview 
and Support 
5. Conceptualize and create 2D and 3D artwork for use in 
games. 
 
5. Create generative art, 3D elements, prototyped 
designs and simulations using authorized industry 
standard tools and software. 
 
 
 
 
 
MMED 1016/XXXX – Motion Design 
1 & 2  
MMED 1018/3011 – Design & Image 
1 & 2 
MMED 1017 – Visual 
Communication 1 
MMED XXXX - Visualization Practical 
Applications 1, 2, 3, & 4 
MMED XXXX - Statistical Narrative 
and Procedural Aesthetics 
MMED XXXX - User Experience & 
User Interfaces 
MMED XXXX – Product Design and 
Prototyping 
MMED XXXX – Advanced UI & UX 
Application 
MMED XXXX - Generative Art and 
Storytelling 1 
MMED XXXX – Interactive and 
Generative Art 
MMED XXXX – Visual 3D for 
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Production 
MMED XXXX - Advanced 
Visualizations 
MMED XXXX – Capstone Project 
 
6. Use current and relevant software and technologies in 
the creation of digital assets, characters and game levels.  
 
6. Use current and relevant software and technologies 
in the creation of statistical information, effective 
simulations and applications.  
 
 
MMED 1020/XXXX – Digital Media 
Theory & Project Management 1 & 2 
MMED XXXX - Visualization 
Practical Applications 1, 2, 3, & 4 
MMED XXXX - Statistical 
Accountability in Visualizations 
MMED XXXX – Data Statistics and 
Visualizations 
MMED XXXX – Statistical Narrative 
and Procedural Aesthetics 
MMED XXXX – Simulations and 
Application Development 
MMED XXXX – Simulation and 
Hardware 
MMED XXXX – Product Design and 
Prototyping 
MMED XXXX - Advanced 
Visualizations 
 
7. Create video games in different genres using market 
based data and historical precedents.  
 
7. Create innovative virtual reality and augmented 
reality prototypes, products and simulations in different 
genres using market based data and historical 
precedents. 
 
 
MMED XXXX – Visualizations 
Practical Applications 1, 2, 3, & 4 
MMED XXXX – Product Design and 
Prototyping 
MMED XXXX – Marketing and 
Portfolio 
MMED XXXX - Advanced 
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 Visualizations 
MMED XXXX – Capstone Project 
MMED XXXX – Production Overview 
and Support 
 
8. Contribute as an individual and team member to the 
creation of video games using game industry 
development practices and strategies  
 
8. Contribute as an individual and team member to the 
creation of visualizations, prototypes and info-graphics 
using industry development practices and strategies 
 
 
 
 
 
 
 
 
MMED 1020/XXXX – Digital Media 
Theory & Project Management 1 & 2 
MMED XXXX - Visualization Practical 
Applications 1, 2, 3 & 4 
MMED XXXX – Advanced UI & UX 
Application 
MMED XXXX – Marketing and 
Portfolio 
MMED XXXX – Product Design and 
Prototyping 
MMED XXXX – Production Overview 
and Support 
MMED XXXX – Capstone Project 
 
9. Complete all work using authorized industry standard 
tools and software. 
 
9. Complete all work using authorized industry standard 
tools and software. 
 
MMED 1016/XXXX – Motion Design 
1 & 2  
MMED 1018/3011 – Design & Image 
1 & 2 
MMED 1017 – Visual 
Communication 1 
MMED 1003 – Multimedia 
Production  
MMED 1005 – Multimedia 
Authoring 1 
MMED 1006 – Web Development 2 
MMED XXXX - Visualization Practical 
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Applications 1, 2, 3, & 4 
MMED XXXX – Interactive and 
Generative Art 
MMED XXXX – Introduction to 
Technical Modelling 
MMED XXXX – Precision Technical 
Modelling 
MMED XXXX – Definitive Technical 
Modelling 
MMED XXXX - User Experience & 
User Interfaces 
MMED XXXX – Product Design and 
Prototyping 
MMED XXXX - Introduction to 
Unity3D Simulations 
MMED XXXX – Introduction to 
Technical Modelling 
MMED XXXX – Visual 3D for 
Production 
MMED XXXX - Generative Art and 
Storytelling 1 
MMED XXXX – Advanced UI & UX 
Application 
MMED XXXX - Generative Art and 
Storytelling 1 
10. Produce and incorporate written documents into 
video game proposals, business plans, marketing 
strategies, creative briefs and presentations. 
 
11. Produce and incorporate written documents into 
visualization and simulation proposals, business plans, 
marketing strategies, creative briefs and presentations. 
 
MMED 1020/XXXX – Digital Media 
Theory & Project Management 1 & 2 
MMED XXXX - Statistical 
Accountability in Visualizations 
MMED XXXX – Data Statistics and 
Visualizations 
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MMED XXXX – Marketing and 
Portfolio 
MMED XXXX – Production Overview 
and Support 
MMED XXXX – Capstone Project 
 
 
11. Develop digital strategies to build video games for a 
wide variety of platforms and end users. 
 
11. Create digital strategies to build interactive 
simulations and visualizations for a wide variety of 
platforms and end users. 
 
 
 
 
 
 
 
 
MMED 1020/XXXX – Digital Media 
Theory & Project Management 1 & 2 
MMED 1003 – Multimedia 
Production  
MMED XXXX - Statistical Narrative 
and Procedural Aesthetics 
MMED XXXX – Data Statistics and 
Visualizations 
MMED XXXX – Simulation and 
Hardware 
MMED XXXX – Product Design and 
Prototyping 
MMED XXXX – Marketing and 
Portfolio 
MMED XXXX – Production Overview 
and Support 
MMED XXXX – Capstone Project 
12. Utilize a variety of digital applications including video 
& audio editing and special effects software in the design 
of video games  
 
12. Utilize digital applications including prototyping 
tools, 3D and simulation software and visualization 
technologies in the creation of 3D visualizations. 
MMED 1016/XXXX – Motion Design 
1 & 2  
MMED 1018/3011 – Design & Image 
1 & 2 
MMED 1017 – Visual 
Communication 1 
MMED 1006 – Web Development 2 
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MMED XXXX - Visualization Practical 
Applications 1, 2, 3, & 4 
MMED XXXX – Product Design and 
Prototyping 
MMED XXXX - Introduction to 
Unity3D Simulations 
MMED XXXX – Introduction to 
Technical Modelling 
MMED XXXX – Visual 3D for 
Production 
MMED XXXX - Generative Art and 
Storytelling 1 
MMED XXXX – Precision Technical 
Modelling 
MMED XXXX – Definitive Technical 
Modelling 
MMED XXXX – Advanced UI & UX 
Application 
MMED XXXX - Generative Art and 
Storytelling 1 
MMED XXXX - Advanced 
Visualizations 
 
13. Apply project management methodologies and best 
practices in the creation of all work. 
 
13. Apply project management strategies (or principles) 
to complete collaborative projects. 
MMED 1020/XXXX – Digital Media 
Theory & Project Management 1 & 2 
MMED XXXX - Visualization Practical 
Applications 1, 2, 3, & 4 
MMED 1003 – Multimedia 
Production  
MMED XXXX – Marketing and 
Portfolio 
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MMED XXXX – Production Overview 
and Support 
MMED XXXX – Capstone Project 
 
 
Add additional rows as required to complete the mapping exercise.
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F. PROGRAM MAPS (APPENDIX A): Form 2 – Essential Employability Skills Outcomes 
 
Skill Categories Defining Skills 
Skill areas to be demonstrated by the 
graduates 
Essential Employability Skills Outcomes 
The graduate has reliably demonstrated the ability to: 
Course Title / Course Codes 
(As indicated in Appendix A) 
Communication • Reading 
• Writing 
• Speaking  
• Listening 
• Presenting 
• Visual Literacy 
• Communicate clearly, concisely, and correctly 
in the written, spoken, and visual form that 
fulfils the purpose and meets the needs of the 
audience 
MMED 1020/XXXX – Digital Media 
Theory & Project Management 1 & 2 
MMED 1017 – Visual Communication 1 
MMED XXXX - Statistical Accountability in 
Visualizations 
MMED XXXX - Generative Art and 
Storytelling 1 
MMED XXXX – Statistical Narrative and 
Procedural Aesthetics 
MMED XXXX – Intermediate User 
Interaction Principles 
MMED XXXX – Interactive and 
Generative Art 
MMED XXXX – Advanced UI & UX 
Application 
MMED XXXX – Production Overview and 
Support 
MMED XXXX – Capstone Project 
WRIT-1037 Reason & Writing 
Contemporary Media 
COMM - 3075 Communications for 
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Skill Categories Defining Skills 
Skill areas to be demonstrated by the 
graduates 
Essential Employability Skills Outcomes 
The graduate has reliably demonstrated the ability to: 
Course Title / Course Codes 
(As indicated in Appendix A) 
Media 
 
 
• Respond to written, spoken, or visual 
messages in a manner that ensures effective 
communication 
MMED 1020/XXXX – Digital Media 
Theory & Project Management 1 & 2 
MMED 1017 – Visual Communication 1 
MMED XXXX - Statistical Accountability in 
Visualizations 
MMED XXXX - Generative Art and 
Storytelling 1 
MMED XXXX – Statistical Narrative and 
Procedural Aesthetics 
MMED XXXX – Intermediate User 
Interaction Principles 
MMED XXXX – Interactive and 
Generative Art 
MMED XXXX – Advanced UI & UX 
Application 
MMED XXXX – Production Overview and 
Support 
MMED XXXX – Marketing and Portfolio 
MMED XXXX – Capstone Project 
WRIT-1037 Reason & Writing 
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Skill Categories Defining Skills 
Skill areas to be demonstrated by the 
graduates 
Essential Employability Skills Outcomes 
The graduate has reliably demonstrated the ability to: 
Course Title / Course Codes 
(As indicated in Appendix A) 
Contemporary Media 
COMM - 3075 Communications for 
Media 
 
 
Numeracy • Understanding and applying 
mathematical concepts and 
reasoning 
• Analysing and using numerical 
data 
• Conceptualizing 
• Execute mathematical operations accurately  
 
 
MMED 1006 – Web Development 2 
MMED 1005 – Multimedia Authoring 1 
MMED XXXX - Introduction to Unity3D 
Simulations 
MMED XXXX - Statistical Accountability in 
Visualizations 
MMED XXXX – Simulations and 
Application Development 
MMED XXXX – Data Statistics and 
Visualizations 
MMED XXXX - Advanced Visualizations 
MMED XXXX – Definitive Technical 
Modelling 
MMED XXXX – Precision Technical 
Modelling 
MMED XXXX – Introduction to Technical 
Modelling 
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Skill Categories Defining Skills 
Skill areas to be demonstrated by the 
graduates 
Essential Employability Skills Outcomes 
The graduate has reliably demonstrated the ability to: 
Course Title / Course Codes 
(As indicated in Appendix A) 
Critical Thinking 
& Problem 
Solving 
 
• Analysing 
• Synthesizing 
• Evaluating 
• Decision-making 
• Creative and innovative thinking 
• Apply a systematic approach to solve problems MMED 1020/XXXX – Digital Media 
Theory & Project Management 1 & 2 
MMED 1016/XXXX – Motion Design 1 & 2  
MMED 1003 – Multimedia Production  
MMED 1005 – Multimedia Authoring 1 
MMED 1006 – Web Development 2 
MMED XXXX - Visualization Practical 
Applications 1, 2, 3 & 4 
MMED XXXX - Statistical Accountability in 
Visualizations 
MMED XXXX – Simulations and 
Application Development 
MMED XXXX – Data Statistics and 
Visualizations 
MMED XXXX – Advanced UI & UX 
Application 
MMED XXXX – Marketing and Portfolio 
MMED XXXX - Advanced Visualizations 
 
• Use a variety of thinking skills to anticipate and 
solve problems 
 
MMED 1020/XXXX – Digital Media 
Theory & Project Management 1 & 2  
MMED 1003 – Multimedia Production  
MMED 1005 – Multimedia Authoring 1 
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Skill Categories Defining Skills 
Skill areas to be demonstrated by the 
graduates 
Essential Employability Skills Outcomes 
The graduate has reliably demonstrated the ability to: 
Course Title / Course Codes 
(As indicated in Appendix A) 
MMED XXXX – Statistical Narrative and 
Procedural Aesthetics 
MMED XXXX – Intermediate User 
Interaction Principles 
MMED XXXX – Definitive Technical 
Modelling 
MMED XXXX – Product Design and 
Prototyping 
MMED XXXX - Visualization Practical 
Applications 1, 2, 3 & 4 
MMED XXXX – Capstone Project 
MMED XXXX – Production Overview and 
Support 
WRIT-1037 Reason & Writing 
Contemporary Media 
COMM - 3075 Communications for 
Media 
 
Information 
Management 
• Gathering and managing 
information 
• Selecting and using appropriate 
tools and technology for a task 
• Locate, select, organize, and document 
information using appropriate technology and 
information systems 
MMED 1020/XXXX – Digital Media 
Theory & Project Management 1 & 2  
MMED 1003 – Multimedia Production  
MMED 1005 – Multimedia Authoring 1 
MMED XXXX – Statistical Narrative and 
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Skill Categories Defining Skills 
Skill areas to be demonstrated by the 
graduates 
Essential Employability Skills Outcomes 
The graduate has reliably demonstrated the ability to: 
Course Title / Course Codes 
(As indicated in Appendix A) 
or a project 
• Computer literacy 
• Internet skills 
Procedural Aesthetics 
MMED XXXX – Intermediate User 
Interaction Principles 
MMED XXXX – Definitive Technical 
Modelling 
MMED XXXX – Product Design and 
Prototyping 
MMED XXXX - Visualization Practical 
Applications 1, 2, 3 & 4 
MMED XXXX – Capstone Project 
MMED XXXX – Production Overview and 
Support 
 
 
• Analyse, evaluate, and apply relevant 
information from a variety of sources 
MMED 1020/XXXX – Digital Media 
Theory & Project Management 1 & 2  
MMED 1003 – Multimedia Production  
MMED 1005 – Multimedia Authoring 1 
MMED XXXX – Statistical Narrative and 
Procedural Aesthetics 
MMED XXXX – Intermediate User 
Interaction Principles 
MMED XXXX – Definitive Technical 
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Skill Categories Defining Skills 
Skill areas to be demonstrated by the 
graduates 
Essential Employability Skills Outcomes 
The graduate has reliably demonstrated the ability to: 
Course Title / Course Codes 
(As indicated in Appendix A) 
Modelling 
MMED XXXX – Product Design and 
Prototyping 
MMED XXXX - Visualization Practical 
Applications 1, 2, 3 & 4 
MMED XXXX – Capstone Project 
MMED XXXX – Production Overview and 
Support 
WRIT-1037 Reason & Writing 
Contemporary Media 
COMM - 3075 Communications for 
Media 
 
Inter-personal • Team work 
• Relationship management 
• Conflict resolution 
• Leadership 
• Networking 
• Show respect for the diverse opinions, values, 
belief systems, and contributions of others 
MMED 1020/XXXX – Digital Media 
Theory & Project Management 1 & 2 
MMED 1018/3011 – Design & Image 1&2 
MMED XXXX - Generative Art and 
Storytelling 1 
MMED XXXX - User Experience & User 
Interfaces 
MMED XXXX – Statistical Narrative and 
Procedural Aesthetics 
MMED XXXX – Visualizations Practical 
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Skill Categories Defining Skills 
Skill areas to be demonstrated by the 
graduates 
Essential Employability Skills Outcomes 
The graduate has reliably demonstrated the ability to: 
Course Title / Course Codes 
(As indicated in Appendix A) 
Applications 1, 2, 3, & 4 
MMED XXXX – Marketing and Portfolio 
MMED XXXX – Capstone Project 
MMED XXXX – Production Overview and 
Support 
WRIT-1037 Reason & Writing 
Contemporary Media 
COMM - 3075 Communications for 
Media 
 
• Interact with others in groups or teams in ways 
that contribute to effective working 
relationships and the achievement of goals 
MMED 1020/XXXX – Digital Media 
Theory & Project Management 1 & 2 
MMED 1003 – Multimedia Production  
MMED XXXX - Visualization Practical 
Applications 1, 2, 3, & 4 
MMED XXXX - Generative Art and 
Storytelling 1 
MMED XXXX – Marketing and Portfolio 
MMED XXXX – Capstone Project 
MMED XXXX – Production Overview and 
Support 
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Skill Categories Defining Skills 
Skill areas to be demonstrated by the 
graduates 
Essential Employability Skills Outcomes 
The graduate has reliably demonstrated the ability to: 
Course Title / Course Codes 
(As indicated in Appendix A) 
 
Personal 
 
 
 
 
 
• Managing self 
• Managing change and being 
flexible and adaptable 
• Engaging in reflective practice 
• Demonstrating personal 
responsibility 
• Manage the use of time and other resources to 
complete projects 
MMED 1020/XXXX – Digital Media 
Theory & Project Management 1 & 2 
MMED 1003 – Multimedia Production  
MMED XXXX - Visualization Practical 
Applications 1, 2, 3, & 4 
MMED XXXX – Marketing and Portfolio 
MMED XXXX – Capstone Project 
MMED XXXX – Production Overview and 
Support 
WRIT-1037 Reason & Writing 
Contemporary Media 
COMM - 3075 Communications for 
Media 
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Skill Categories Defining Skills 
Skill areas to be demonstrated by the 
graduates 
Essential Employability Skills Outcomes 
The graduate has reliably demonstrated the ability to: 
Course Title / Course Codes 
(As indicated in Appendix A) 
• Take responsibility for one’s own actions, 
decisions, and consequences 
MMED 1020/XXXX – Digital Media 
Theory & Project Management 1 & 2 
MMED XXXX - Visualization Practical 
Applications 1, 2, 3, & 4 
MMED XXXX – Marketing and Portfolio 
MMED XXXX – Capstone Project 
MMED XXXX – Production Overview and 
Support 
WRIT-1037 Reason & Writing 
Contemporary Media 
COMM - 3075 Communications for 
Media 
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G. PROGRAM DESCRIPTION (APPENDIX B) 
 
Program Description  
The 3D Visualization Program at Fanshawe College is an intensive three-year advanced diploma focusing on the tools and 
techniques necessary to gain employment in the fields of visualization and emerging interactive technologies. The goal of 
the program is to provide students with the professional, technical and artistic skills necessary to create innovative 
visualizations, prototypes and info-graphics. 
Students will develop 2 and 3 dimensional design skills by studying a curriculum focused initially on the core principles of 
visualization technologies and interactive media. Foundation courses including image and motion design, interactive 
production, project management, and visual communication will provide the basis for understanding sophisticated 
technologies such as virtual and augmented reality.  
Throughout the second year, students will study more advanced concepts of visualization including 3D modelling, game 
engine simulations, visualization statistics, generative art and user experience design. In the third year, students will 
continue with advanced visualization studies with emphasis on an integrative capstone project (individual or group) or a 
client based applied research project internship. 
An integral part of the 3D Visualization program at Fanshawe College is its relationship to the local community. London ON 
has a vibrant and growing interactive media industry. Professionals from this community include business leaders and 
entrepreneurs, creative directors, interactive designers, programmers, game designers, and producers who will play an 
important role by providing mentorship to students through critique and guest lectures. 
Graduates of this program will find entry-level positions in the visualization industry as interactive designers and 
programmers, 3D specialists, prototype and visualization designers. 
Laddering Opportunities 
The first year of the 3D Visualization program will have a common curriculum shared with the first year of the Interactive 
Media Design, IDP program. The common first year would allow students the time and experience to make an informed 
choice about their program choice and career paths, and most importantly have a choice after the first year of study when 
they would have a much better idea of the areas of study they wish to choose. 
Students completing the first year of the joint 3D Visualization – Interactive Design programs would have the opportunity to 
choose to continue on with the second year of the IDP program or switch to the second year of the 3D Visualization 
program. Students in the IDP stream would graduate with a diploma after their second year while students in the 
Visualization stream would continue onto their third year of study graduating with an advanced diploma. 
 
Students graduating from the 3D Visualization program have postgraduate options including the 3D Animation and 
Character Design program, Interactive Media Specialist, and the Visual Effects and Editing programs. 
It should also be noted that the new Media Foundation program is scheduled to begin in September 2016. This will provide 
media centric students with an excellent foundation in the core subjects leading up to the 3D Visualization/ IDP programs. 
 
      
Occupational Areas  
Graduates of the 3D Visualization program will find opportunities and employment in the interactive cluster including 
web/mobile-based companies, architectural, engineering and planning, medical, graphics and info-graphics, video and 
mobile gaming companies. 
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Proposed Program Vocational Learning Outcomes 
Provide the list of the proposed program vocational learning outcomes. These outcomes should be listed, verbatim as they 
appear in Appendix A- Form 1.  
 
The graduate has reliably demonstrated the ability to: 
 
1. Create original design elements & generative art for interactive 3D visualizations. 
2. Create sophisticated processes and methodologies that generate the framework for a simulated 
environment. 
3. Apply a variety of coding and scripting solutions in the production of virtual reality and augmented reality 
projects. 
4. Integrate industry standard protocols using appropriate software for the testing of simulations/projects. 
5. Create generative art, 3D elements, prototyped designs and simulations using authorized industry standard 
tools and software.  
6. Use current and relevant software and technologies in the creation of statistical information, effective 
simulations and applications. 
7. Create innovative virtual reality and augmented reality prototypes, products and simulations in different 
genres using market based data and historical precedents. 
8. Contribute as an individual and team member to the creation of visualizations, prototypes and info-graphics 
using industry development practices and strategies 
9. Complete all work using authorized industry standard tools and software 
10. Produce and incorporate written documents into visualization and simulation proposals, business plans, 
marketing strategies, creative briefs and presentations. 
11. Create digital strategies to build interactive simulations and visualizations for a wide variety of platforms and 
end users. 
12. Utilize digital applications including prototyping tools, 3D and simulation software and visualization 
technologies in the creation of 3D visualizations.  
13. Apply project management strategies (or principles) to complete collaborative projects. 
      
 
Admission Requirements 
An Ontario College Advanced Diploma (minimum 'C+' average or cumulative 2.5 GPA) or 
An Ontario College Diploma (minimum 'C+' average or cumulative 2.5 GPA) or 
A College or University Degree (minimum 'C+' average or cumulative 2.5 GPA) or 
Acceptable combination of related work experience and post-secondary education as judged by the College or 
Five years of work experience in the supply chain management field as judged by the College to be equivalent. 
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English language proficiency requirements as per College policy 
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H. PROGRAM CURRICULUM (APPENDIX C) 
 
Semester Course Code/ Course Title  
(As indicated in Appendix A) 
General 
Education 
Course  
(Indicate 
with an X) 
Total 
Course 
Hours 
Course Description  
1 MMED- 1020 - Digital Media 
Theory & Project Management 
1 
        3 This is an Interactive Media preparation 
course, the student will be exposed to all 
the technologies, and methodology used 
in the two-year program. Time 
Management principles and self-learning 
strategies are a key objective of the 
course. 
1 MMED-1016 Motion Design 1  3 This course will introduce students to 
the core principles of motion design. 
Emphasis will be on typography, colour 
theory and animation principles as 
related to on-screen graphics and 
animations.   
1 MMED 1018 - Design & Image 1  3 A course to introduce students to 
elements and techniques of good digital 
design, with an emphasis on designing 
for interactive interfaces. Adobe 
Photoshop CC and Adobe Illustrator CC 
software will provide the foundation for 
this course. 
1 MMED 1003 - Multimedia 
Production 
 3 This course will introduce students to 
the range of tools and applications 
current in the interactive field, as well as 
the techniques for developing a Web site 
with graphics, text and basic hypertext 
functionality. This course will introduce 
tools and techniques with an emphasis 
on effective site and interface design as 
well as optimized media and code 
development. 
1 MMED 1017 - Visual  3 This course will introduce students to 
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Communication 1 the theory and application of visual 
based design and layout currently used 
in the interactive media field. This course 
will introduce tools and techniques with 
an emphasis on effective forms of 
communications through a variety of 
visual based applications. 
1 WRIT-1037 Reason & Writing 
Contemporary Media 
 3 This course will introduce contemporary 
media students to essential principles of 
reading, writing, and reasoning at the 
postsecondary level. Students will 
identify, summarize, analyze, and 
evaluate multiple short readings and 
write persuasive response essays to 
develop their vocabulary, 
comprehension, grammar, and critical 
thinking. 
 
1 GNED-XXXX General Education X 3 Take one 3 credit General Elective 
2 MMED XXXX - Digital Media 
Theory & Project Management 
2 
        3 This is a continuation of Digital Media 
Theory 1.  Time Management principles 
and self-learning strategies will continue 
to be a key objective of the course. 
2 MMED XXXX - Motion Design 2  3 In this course students will be introduced 
to the principles of design for motion 
graphics. Kinetic typography, colour 
theory and basic timeline animation 
concepts will be used in the 
development of title sequences, 
bumpers, trailers and station IDs. 
Students will utilize industry standard 
software in the development of motion 
graphics including Cinema 4D, Adobe 
After Effects, Adobe Audition, Adobe 
Premiere and/or Final Cut Pro. 
2 MMED 3011 - Design & Image 2  3 A course that further develops the 
knowledge of the elements and 
techniques of good digital design, with 
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an emphasis on designing for interactive 
interfaces. Adobe Photoshop CC and 
Adobe Illustrator CC software will 
provide the foundation for this course. 
2 MMED 1006 - Web 
Development 2 
 3 Extending topics introduced in the first 
year, students will cover the Web 
design/development process in greater 
detail, with Dreamweaver as a primary 
development tool. Topics covered 
include basic and enhanced responsive 
site structure, local site management, 
CSS design, CSS layout applications and 
browser compatibility issues. Some use 
of JavaScript will also be covered. 
2 MMED 1005 - Multimedia 
Authoring 1 
 3 This course will introduce students to 
the range of tools and applications 
current in the interactive field, as well as 
the techniques used for the developing 
of web based interactive applications. 
This course will introduce tools and 
techniques with emphasis on effective 
application and interface design using 
optimized assets and code. 
2 COMM - 3075 Communications 
for Media 
 
  This course, designed for students who 
plan to work in the field of media, 
focuses on professional written and 
verbal communication skills. Students 
learn to prepare a variety of work-
related documents. In addition, students 
learn about research methods and 
documentation formats. The principles 
of effective writing - organization, 
grammar, style, clarity, and tone - are 
reinforced throughout the course. The 
goal of the course is to prepare students 
for the communication tasks and 
considerations they will encounter in the 
media workplace in order to meet the 
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needs of employers and/or the 
communities they will serve. 
 
3 MMED XXXX - Introduction to 
Technical Modelling  
 3 Students will be introduced to 3D 
modeling from a perspective of accuracy 
of measure, accuracy to reference, basic 
texturing, rigging, set, and scene layout. 
This will apply to models created for 3D 
visualizations in many formats including 
Augmented Reality, Virtual Reality, Web 
Content, and Interactive Simulations. 
3 MMED XXXX - Visualization 
Practical Applications 
 3 Applying the knowledge acquired in 
previous courses, students will be tasked 
with practical application projects. These 
projects will vary from student to 
student and may be based in industry 
partnerships. Focus will be on real world 
projects. Projects could vary from 
statistics to visualizations, from 
hardware to software, or a variety of 
other relevant subjects.   
3 MMED XXXX - Introduction to 
Unity3D Simulations 
 3 Using the Unity 3D Game engine and 
other software applications such as 
SolidWorks, students will be introduced 
to the concepts for creating interactive 
simulations and applications. Focus will 
be on learning the systems and 
workflows required to make effective 
simulations and applications. 
3 MMED XXXX - Statistical 
Accountability in Visualization 
 3 In this course students will explore the 
conditions surrounding the gathering of 
data, the framing of the questions and 
methods that gathered the data, and 
explore how to be accountable in 
relating a message based on this data. 
3 MMED XXXX - Generative Art 
and Storytelling - 1 
 3 Using code and other digital tools, this 
course will cover the ability to generate 
art procedurally for a real-time 
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generation of information and results, 
and the development of interactive, 
non-linear visual representations. Special 
attention will be given to how to tell a 
meaningful and understandable story 
using both statistical information and 
visual elements. 
3 MMED XXXX - User Experience 
& User Interfaces 
 3 Through prototyping, A-B testing, market 
research, and case studies, students will 
explore the discipline of user interface 
design and user experience design. They 
will be introduced to a variety of design 
principles and discover how to make 
them effective when used to tell a story. 
3 GNED-XXXX General Education X 3 Take one 3 credit General Elective 
4 MMED XXXX - Precision 
Technical Modelling  
 3 Increased attention will be given to 
methods for producing precision models 
and assets through the use of CAD 
drawings and refined measurement data 
sheets. Along with an increased focus on 
rigging systems, students will look at 
export pipelines. 
4 MMED XXXX - Visualization 
Practical Applications 2 
 3 Continuing with the practical application 
of knowledge gained in their studied 
disciplines, students will work on 
projects that will vary from statistics to 
visualizations, from hardware to 
software. They will work on relevant real 
world projects and where possible will 
be matched with industry partners to 
help solve an issue or other pain point 
for their video. 
4 MMED XXXX - Simulation and 
Application Development 
 3 Students will dive deeper into the 
simulation software (Unity3D and 
SolidWorks) and explore more specific 
topics such as particle and physics 
simulations. A special consideration will 
be given to creating digital modeling that 
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has a direct link to real world models for 
use in a variety of areas, including 
product testing and validation. 
4 MMED XXXX - Data, Statistics 
and Visualization  
 3 Students will take an in-depth look into 
understanding common statistical 
measurements and working with 
statistical data summary and analysis. 
They will learn how to determine what 
information can be pulled from a 
statistical set and then look at the 
various methods of turning statistics into 
meaningful visual communications. 
4 MMED XXXX - Statistical 
Narrative and Procedural 
Aesthetics 
 3 Parallel to Statistical Accountability in 
Visualizations, this course focuses on 
making the statistical narrative impactful 
while maintaining proper accountability. 
This will focus on an exploration of 
different methods of visualizations so as 
to choose the best method for relaying 
the data clearly, succinctly and with 
accountability. 
4 MMED XXXX - Intermediate 
User Interaction Principles 
 3 Students will expand on their initial foray 
into user interface and experience 
design. Here they will learn to explore 
and develop for specialized behaviour 
patterns, workflows, and application 
specific demands. In addition students 
will explore the methods of observation 
and tracking of behaviour patterns of 
users for use in their own studies. 
4 GNED-XXXX General Education X 3 Take one 3 credit General Elective 
5 MMED XXXX - Definitive 
Technical Modelling  
 3 Students will take their technical 
modeling skills to an advanced level by 
integrating the basics of lighting, 
rendering and texturing. They will also 
look at principles of animation and 
rigging before taking a closer look at 
using particle systems and using those 
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systems for generating models and 
structures. 
5 MMED XXXX - Visualization 
Practical Applications 3 
 3 After completing intermediate and 
advanced level topics, students will be 
engaged in team-based approaches to 
practical applications. These projects will 
have a heavy focus on project 
management and will cover the entire 
pipeline through concept, prototyping, 
initial development, testing, interactive 
development and finalization of a 
product. 
5 MMED XXXX - Simulation and 
Hardware 
 3 Students will expand on their simulation 
knowledge and will begin to include 
hardware peripherals as a means of 
interactivity, user experience, and real-
time feedback for their simulations. This 
course will heavily parallel the product 
design and prototyping course and 
contribute to future capstone projects. 
5 MMED XXXX - Interactive & 
Generative Art 
 3 Extending the generative art that 
students have been working with over 
the past two terms, students will explore 
various methods of making the 
generative art more interactive and 
responsive to user input. They will have 
the option of drawing on the software 
and hardware solutions that were 
demonstrated in Simulation and 
Hardware. 
5 MMED XXXX - Product Design 
and Prototyping 
 3 In this course students will learn how to 
create effective prototypes by actively 
engaging in full product design and 
redesign pipelines. They will be tasked 
with exploring a products target 
demographic, identifying pain points, 
and generating a workable prototype 
solution to the problems experienced by 
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the target audience. 
5 MMED XXXX - Advanced UX & 
MMED XXXX - UI Application 
 3 Students will be looking at scope, 
structure, skeleton and surface elements 
to create dynamic, clean, responsive 
interfaces. These interfaces will be 
bolstered by their integration with a 
completely mapped and balanced user 
interactivity curve for a truly immersive 
and ergonomic like user experience. 
5 GNED-XXXX General Education X 3 Take one 3 credit General Elective 
6 MMED XXXX - Visual 3D for 
Production 
 3 Moving past models and particle 
systems, students will explore 
multitudes of rendering methods and 
software, lighting rigs and lighting 
systems, and texturing options for taking 
their visuals to the next level. Focus will 
be on final presentations and will also 
include camera staging and digital set 
design. 
6 MMED XXXX - Visualization 
Practical Applications 4 
 3 Team based projects will continue and 
expand into a close parallel with the final 
capstone project. This course will focus 
on the use of project management 
software, versioning software, and asset 
management techniques. Workflows and 
pipelines will be reinforced throughout 
the duration of this course. 
6 MMED XXXX - Marketing and 
Portfolio 
 3 Students will learn how to market 
themselves and their products or ideas. 
They will explore topics such as 
branding, community and social 
management, and discussions on ethical 
practices. This course will also focus on 
creating a professional portfolio that is 
on point for future aspirations. 
6 MMED XXXX - Advanced 
Visualizations 
 3 Students will look to create high-level 
visualizations that may include 
specialized topics such as Virtual Reality 
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and Augmented Reality. A widespread 
focus on older and existing technologies, 
along with new and emerging 
technologies will give students a wide 
array of platforms for delivering their 
project outcomes. 
6 MMED XXXX - Capstone  3 Industry related capstone projects that 
have a 3-4 month duration. Students will 
be expected to attend several check-in 
points that may involve meetings with 
real-world clients or simulated clientele. 
6 MMED XXXX - Production 
Overview and Support 
  As students develop content, 
applications, software or hardware for 
their capstone projects, they will find 
themselves faced with roadblocks and 
other informational challenges. This 
course will look at supporting the project 
work with research-based skills, and 
additional topical information that may 
be more particular to a project for a 
given student. 
 
Add additional rows as required to complete the curriculum chart. 
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I. REGULATORY STATUS FORM (APPENDIX D) 
 
Please complete the following:  
 
There IS a legislative requirement that program graduates must be certified or licensed by a 
regulatory authority to practice or work in the occupation 
 
☐  Mandatory recognition of a regulatory authority exists and is being sought. 
      (Please refer to Section A below- Mandatory Regulatory Requirements) 
 
 
 
There IS or IS NOT a voluntary (i.e., not required by legislation) licensing or certification for entry 
to practice in the profession or trade. 
☐   YES 
☒   NO 
 
☐  Voluntary recognition of a regulatory authority IS being sought.  
      (Please refer to Section B below- Recognition by Voluntary Association)  
 
☐ Voluntary recognition is NOT being sought*.  
      Please explain why:  Click here to enter text. 
 
*Note: There may be titling implications for programs that are not seeking recognition in an area where 
existing programs have secured recognition. 
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A. MANDATORY REGULATORY REQUIREMENTS  
 
Where licensing or certification is required by legislation for entry to practice in the profession 
or trade, the Ministry of Training, Colleges and Universities requires that colleges ensure that 
their programs will meet the requirements of the regulatory body in order to be approved for 
funding. 
 
 
Name of regulatory authority: N/A 
 
Status (please select ALL that apply)  
 
☐   Accreditation or approval by the regulatory authority / designated third party received.   
Date of recognition:        
 
☐   The college is working toward accreditation with the regulatory authority/ designated third 
party. 
Describe current status of application:       
Expected date of recognition:       
 
☐  The regulatory authority does not accredit educational programs directly or through 
designated third party. Formal acknowledgement (e.g. in its published or legislated registration 
requirements) that the program graduates will be eligible to write any required certifying or 
registration exam(s) or that the program is otherwise recognized for the purposes of certifying 
or registering a graduate is being sought.  
 
Please submit an acknowledgement and/or evidence from the regulatory authority regarding 
the status of the recognition. 
 
 
 
  
 
 
36 | P a g e  
Ontario College Quality Assurance Service (OCQAS)  
CVS Application Form for Program Proposal 
Revised January 13, 2015  
B. RECOGNITION BY VOLUNTARY ASSOCIATION 
 
Colleges may choose to have a program accredited or recognized by a voluntary membership 
organization or association. Graduate eligibility for association recognition or adherence to 
standards imposed by the body is a recommendation and not a requirement for program 
funding approval by the Ministry of Training, Colleges and Universities. 
 
 
Name of voluntary association: N/A 
 
Status (please select ALL that apply)  
 
☐   The college is working toward recognition.  
Describe current status of application:       
Expected date of recognition:       
 
☐   Recognition has been received.         
Date of recognition:         
Type of recognition (e.g. accreditation, graduates eligible to write membership exams, etc.):       
 
☐  The association does not recognize educational programs directly or through designated 
third party. Formal recognition (e.g. in its published requirements) that the program graduates 
will be eligible to write any required certifying or registration exam(s) or that the program is 
otherwise recognized for the purposes of certifying or registering a graduate is being sought. 
 
Please submit an acknowledgement and/or evidence from the regulatory authority or 
voluntary association regarding the status of the recognition. 
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APPENDIX E – Program Outcomes – Curriculum Map
PROGRAM MAPPING -3D Visualization
PROGRAM VOCATIONAL LEARNING OUTCOMES
1 - Introductory
2 - Intermediate
3 - Advanced
The graduate has reliably demonstrated the ability to: (Source: MTCU 
Code  )
1 - Create original design elements & generative art for interactive 3D visualizations.
> Execute creative concepts and ideas through a variety of techniques 1 1 1 1 1 5
2 - Create sophisticated processes and methodologies that generate the framework for 
a simulated environment.
>Apply industry standard protocols using appropriate software for alpha and beta 
testing. 1 1 2
3 - Apply a variety of coding and scripting solutions in the production of virtual reality 
and augmented reality projects. 1 1 2
4 - Incorporate industry standard simulation and visualization testing and prototyping 
methodologies. 1 1 2
5 - Create generative art, 3D elements, prototyped designs and simulations using 
authorized industry standard tools and software. 1 1 1 1 1 5
6 - Use current and relevant software and technologies in the creation of statistical 
information, effective simulations and applications. 1 1 2
7 - Create innovative virtual reality and augmented reality prototypes, products and 
simulations in different genres using market based data and historical precedents. 0
8 - Contribute as an individual and team member to the creation of visualizations, 
prototypes and info-graphics using industry development practices and strategies 1 1 2
9 - Complete all work using authorized industry standard tools and software. 1 1 1 1 1 1 1 1 8
10 - Produce and incorporate written documents into visualization and simulation 
proposals, business plans, marketing strategies, creative briefs and presentations. 1 1 2
11 - Create digital strategies to build interactive simulations and visualizations for a 
wide variety of platforms and end users. 1 1 1 3
12 - Utilize a variety of digital applications including prototyping tools, 3D and 
simulation software and visualization technologies. 1 1 1 1 1 1 6
13 - Apply project management methodologies and best practices in the creation of all 
work. 1 1 1 3
TOTAL # OF OUTCOMES EVALUATED BY EACH COURSE 7 3 3 3 4 0 0 0 7 4 4 2 2 0 0
GM = General Education (mandatory) G = General Education (elective)
NB - Only indicate the outcomes that are Taught & Evaluated (TE or TRE) in a course
PROGRAM COORDINATOR: Robert Reichhardt Analysis of Mapping Results:
ACADEMIC CHAIR: Rob Carver
Date Completed:
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PROGRAM MAPPING - 3D Visualization
PROGRAM VOCATIONAL LEARNING OUTCOMES
1 - Introductory
2 - Intermediate
3 - Advanced
The graduate has reliably demonstrated the ability to: (Source: 
MTCU Code )
1 - Create original design elements & generative art for interactive 3D visualizations.
>Execute creative concepts and ideas through a variety of techniques. 2 2 2 3
2 - Create sophisticated processes and methodologies that generate the framework for 
a simulated environment.
>Apply industry standard protocols using appropriate software for alpha and beta 
testing. 2 2 2 2 4
3 - Apply a variety of coding and scripting solutions in the production of virtual reality 
and augmented reality projects. 2 2 2 2 4
4 - Incorporate industry standard simulation and visualization testing and prototyping 
methodologies. 2 2 2 2 4
5 - Create generative art, 3D elements, prototyped designs and simulations using 
authorized industry standard tools and software. 2 2 2 2 2 5
6 - Use current and relevant software and technologies in the creation of statistical 
information, effective simulations and applications. 2 2 2 2 2 2 6
7 - Create innovative virtual reality and augmented reality prototypes, products and 
simulations in different genres using market based data and historical precedents. 2 2 2
8 - Contribute as an individual and team member to the creation of visualizations, 
prototypes and info-graphics using industry development practices and strategies 2 2 2
9 - Complete all work using authorized industry standard tools and software. 2 2 2 2 2 2 2 7
10 - Produce and incorporate written documents into visualization and simulation 
proposals, business plans, marketing strategies, creative briefs and presentations. 2 2 2
11 - Create digital strategies to build interactive simulations and visualizations for a 
wide variety of platforms and end users. 2 2 2 3
12 - Utilize a variety of digital applications including prototyping tools, 3D and 
simulation software and visualization technologies. 2 2 2 2 2 5
13 - Apply project management methodologies and best practices in the creation of all 
work. 2 2 2
TOTAL # OF OUTCOMES EVALUATED BY EACH COURSE 2 11 4 3 3 3 0 0 2 11 3 4 3 3 0
V = Vocational Courses   E = Essential Employability Skills Courses
GM = General Education (mandatory) G = General Education (elective)
NB - Only indicate the outcomes that are Taught & Evaluated (TE or TRE) in a course
PROGRAM COORDINATOR: Robert Reichhardt Analysis of Mapping Results:
ACADEMIC CHAIR: Rob Carver
Date Completed:
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PROGRAM MAPPING - 3D Visualization
PROGRAM VOCATIONAL LEARNING OUTCOMES
1 - Introductory
2 - Intermediate
3 - Advanced
The graduate has reliably demonstrated the ability to: (Source: 
MTCU Code )
1 - Create original design elements & generative art for interactive 3D visualizations.
>Execute creative concepts and ideas through a variety of techniques. 3 3 3 3 3 3 6 14
2 - Create sophisticated processes and methodologies that generate the framework for 
a simulated environment.
>Apply industry standard protocols using appropriate software for alpha and beta 
testing. 3 3 3 3 3 3 6 12
3 - Apply a variety of coding and scripting solutions in the production of virtual reality 
and augmented reality projects. 3 3 3 3 3 5 11
4 - Incorporate industry standard simulation and visualization testing and prototyping 
methodologies. 3 3 3 3 3 5 11
5 - Create generative art, 3D elements, prototyped designs and simulations using 
authorized industry standard tools and software. 3 3 3 3 3 3 3 3 8 18
6 - Use current and relevant software and technologies in the creation of statistical 
information, effective simulations and applications. 3 3 3 3 3 5 13
7 - Create innovative virtual reality and augmented reality prototypes, products and 
simulations in different genres using market based data and historical precedents. 3 3 3 3 3 3 3 7 9
8 - Contribute as an individual and team member to the creation of visualizations, 
prototypes and info-graphics using industry development practices and strategies 3 3 3 3 3 3 3 7 11
9 - Complete all work using authorized industry standard tools and software. 3 3 3 3 3 3 3 7 22
10 - Produce and incorporate written documents into visualization and simulation 
proposals, business plans, marketing strategies, creative briefs and presentations. 3 3 3 3 7
11 - Create digital strategies to build interactive simulations and visualizations for a 
wide variety of platforms and end users. 3 3 3 3 3 5 11
12 - Utilize a variety of digital applications including prototyping tools, 3D and 
simulation software and visualization technologies. 3 3 3 3 3 5 16
13 - Apply project management methodologies and best practices in the creation of all 
work. 3 3 3 3 4 9
TOTAL # OF OUTCOMES EVALUATED BY EACH COURSE 1 11 2 3 9 4 0 0 5 11 3 7 11 8
V = Vocational Courses   E = Essential Employability Skills Courses
GM = General Education (mandatory) G = General Education (elective)
NB - Only indicate the outcomes that are Taught & Evaluated (TE or TRE) in a course
PROGRAM COORDINATOR: Robert Reichhardt Analysis of Mapping Results:
ACADEMIC CHAIR: Rob Carver
Date Completed:
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PROGRAM MAPPING - 3D Visualization 
PROGRAM ESSENTIAL EMPLOYABILITY SKILLS OUTCOMES
4 = R               5 = RE                  6 = TE               7 = TRE 
T =   Taught             R =   Reinforced           E =   Evaluated
The graduate has reliably demonstrated the ability to: (Source: MTCU 
Code)
1. communicate clearly, concisely and correctly in the written, spoken, and visual form that fulfills 
the purpose and meets the needs of the audience. 6 6 6 3
2. respond to written, spoken, or visual messages in a manner that ensures effective 
communication. 6 6 2
3. execute mathematical operations accurately.
6 6 6 6 4
4. apply a systematic approach to solve problems.
6 6 6 6 6 6 6 6 8
5. use a variety of thinking skills to anticipate and solve problems.
6 6 6 3
6. locate, select, organize, and document information using appropriate technology and 
information systems. 6 1
7. analyze, evaluate, and apply relevant information from a variety of sources.
6 6 6 6 6 6 6 7
8. show respect for the diverse opinions, values, belief systems, and contributions of others.
6 6 2
9. interact with others in groups or teams in ways that contribute to effective working relationships 
and the achievement of goals. 6 1
10. manage the use of time and other resources to complete projects. 
6 6 6 6 6 6 6 6 6 6 6 6 12
11. take responsibility for one’s own actions, decisions, and consequences.
6 6 6 6 6 6 6 6 6 6 6 6 12
TOTAL # OF OUTCOMES SUPPORTED BY EACH COURSE 7 6 3 4 4 3 5 0 6 3 5 5 4
PROGRAM COORDINATOR: Robert Reichhardt Analysis of Mapping Results:
ACADEMIC CHAIR: Rob Carver
Date Completed:
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PROGRAM MAPPING -3D Visualization    
PROGRAM ESSENTIAL EMPLOYABILITY SKILLS OUTCOMES
4 = R               5 = RE                  6 = TE               7 = TRE 
T =   Taught             R =   Reinforced           E =   Evaluated
The graduate has reliably demonstrated the ability to: (Source: MTCU 
Code)
1. communicate clearly, concisely and correctly in the written, spoken, and visual form that 
fulfills the purpose and meets the needs of the audience. 7 7 7 6 7 7 7 6 8
2. respond to written, spoken, or visual messages in a manner that ensures effective 
communication. 7 7 2
3. execute mathematical operations accurately.
6 1
4. apply a systematic approach to solve problems.
7 7 6 7 7 7 7 7 7 7 10
5. use a variety of thinking skills to anticipate and solve problems.
7 6 7 7 7 7 7 7 8
6. locate, select, organize, and document information using appropriate technology and 
information systems. 7 7 6 7 7 7 6 7
7. analyze, evaluate, and apply relevant information from a variety of sources.
6 1
8. show respect for the diverse opinions, values, belief systems, and contributions of others.
7 7 7 3
9. interact with others in groups or teams in ways that contribute to effective working 
relationships and the achievement of goals. 0
10. manage the use of time and other resources to complete projects. 
7 7 7 7 7 7 7 7 7 7 7 7 7 7 14
11. take responsibility for one’s own actions, decisions, and consequences.
7 7 7 7 7 7 7 7 7 7 7 7 7 7 14
TOTAL # OF OUTCOMES SUPPORTED BY EACH COURSE 4 6 7 5 5 4 4 4 6 5 5 5 4 4
PROGRAM COORDINATOR: Robert Reichhardt Analysis of Mapping Results:
ACADEMIC CHAIR: Rob Carver
Date Completed:
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PROGRAM MAPPING - 3D Visualization
PROGRAM ESSENTIAL EMPLOYABILITY SKILLS OUTCOMES
4 = R               5 = RE                  6 = TE               7 = TRE 
T =   Taught             R =   Reinforced           E =   Evaluated
The graduate has reliably demonstrated the ability to: (Source: MTCU 
Code)
1. communicate clearly, concisely and correctly in the written, spoken, and visual form that 
fulfills the purpose and meets the needs of the audience. 7 7 7 7 7 7 7 7 18
2. respond to written, spoken, or visual messages in a manner that ensures effective 
communication. 7 7 7 7 7 5 9
3. execute mathematical operations accurately.
7 7 7 7 7 7 7 7 12
4. apply a systematic approach to solve problems.
7 7 7 7 7 7 7 7 8 26
5. use a variety of thinking skills to anticipate and solve problems.
7 7 7 7 7 5 16
6. locate, select, organize, and document information using appropriate technology and 
information systems. 7 7 7 7 4 12
7. analyze, evaluate, and apply relevant information from a variety of sources.
7 7 7 7 7 5 13
8. show respect for the diverse opinions, values, belief systems, and contributions of others.
7 7 7 7 4 9
9. interact with others in groups or teams in ways that contribute to effective working 
relationships and the achievement of goals. 7 7 7 3 4
10. manage the use of time and other resources to complete projects. 
7 7 7 7 7 7 7 7 7 7 7 7 7 13 39
11. take responsibility for one’s own actions, decisions, and consequences.
7 7 7 7 7 7 7 7 7 7 7 7 7 13 39
TOTAL # OF OUTCOMES SUPPORTED BY EACH COURSE 4 6 5 5 6 5 2 5 6 6 7 9 8
PROGRAM COORDINATOR: Robert Reichhardt Analysis of Mapping Results:
ACADEMIC CHAIR: Rob Carver
Date Completed:
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Program Delivery Information (PDI) Form to Calculate Program Funding Parameters 
Total Hours Required per Student 
 
 
College:  Fanshawe College Program title: 3D Visualization 
 
Indicate the number of hours that a student is required to spend in each instructional 
setting in each semester or level of this program.  All hours in all instructional settings 
are to be noted. 
 
Funded Instructional Settings* Semester/Level  1 2 3 4 5 6 7 8 9 Total 
Classroom instruction 240 195 225 225 225 180             1290 
Laboratory/workshop/ fieldwork 75 75 90 90 90 90             510 
Independent (self-paced) learning                                          
One-on-one instruction                                    
Clinical placement                                          
Field placement/work placement                                                 
Small group tutorial                                    
TOTAL 315 270 315 315 315 270             1800 
 
Non-funded Instructional 
Settings* 
Semester/Level  
1 2 3 4 5 6 7 8 9 Total 
Co-op work placement - Mandatory                                          
Co-op work placement - Optional                                           
TOTAL                                          
*Definitions for each instructional setting can be found below. 
 
 
 
 
Instructional Settings 
 
The following definitions are to be used by colleges when completing the Program 
Delivery Information to Calculate Program Funding Parameters form required for 
ministry-funded programs of instruction 
Classroom instruction:  instruction that may be provided in a setting in which 
individuals do not require access to equipment, except as listed below: 
• Situations in which microcomputer labs are used for instruction in standard word 
processing, spreadsheet, and database software packages 
• “Traditional” classrooms and lecture halls 
• “Virtual” classrooms used in on-line learning 
• Situations in which laboratories and workshops may be used for convenience 
Laboratories/workshops/fieldwork:  scheduled hours of activities intended to give 
students hands-on experience; this instructional setting is characterized by: 
• Activities in which students are provided with instruction and are directly 
supervised by college staff. 
• Settings either inside college facilities (e.g., laboratories, workshops) or outside 
college facilities (e.g., fieldwork) in which individual students are required to use 
instructional equipment and/or supplies.  These settings do not include situations 
in which microcomputer labs are used for instruction of standard word 
processing, spreadsheet, and database software packages or situations in which 
laboratories and workshops are used for convenience. 
Independent (self-paced) learning: student directed learning in which contact with 
college staff is limited to situations in which advice or solutions to specific problems is 
sought; usually online learning. 
One-on-one instruction:  those exceptional situations in which college academic staff 
can provide instruction to only one student at a time, e.g. in a flight simulator or on 
top of an electrical tower. 
Clinical placement:  scheduled hours of activities intended to give students hands-on 
experience in a hospital or health care setting; this instructional setting is characterized 
by: 
• Activities that are an integral component of the curriculum of the program and 
necessary for the successful completion of the program. 
• Activities in which students are continually supervised directly by college staff or 
individuals working on behalf of the college. 
Field placement/work placement:  scheduled hours of activities intended to give 
students hands-on experience in the workplace and for which the students do not 
typically receive a regular salary or wage from the employer; this instructional setting is 
characterized by: 
• Activities that are an integral component of the curriculum of the program and are 
necessary for the completion of the program. 
• Activities in which college staff do not directly supervise students and for which 
college staff undertake one or more of the following activities: 
- Make periodic site visits 
- Ensure that assignments given to students and the work being done by 
students are suitable for the program 
 
- Monitor the students’ progress in the field placement activity 
 
- Help address problems encountered by students in the field or work 
placement activity 
 
- Evaluate students’ performance in the field or work placement activity 
 Co-operative education work placement: Education at Work Ontario (www.ewo.ca), 
a regional association of the Canadian Association for Co-Operative Education, defines 
a co-op program as follows: 
“A Co-operative Education Program is one that formally integrates a student's 
academic studies with work experience.  The usual plan is for the student to 
alternate periods of experience in career-related fields according to the following 
criteria: 
• Each work situation is approved by the Co-operative Education institution as a 
suitable learning situation 
• The Co-operative Education student is engaged in productive work rather than 
merely observing 
 
• The Co-operative Education student receives remuneration for the work 
performed 
• The Co-operative Education student's progress on the job is monitored by the 
Co-operative Education institution 
• The Co-operative Education student's performance on the job is supervised and 
evaluated by the student's employer 
• The time spent in periods of work experience must be at least thirty percent of 
the time spent in academic study.” 
Small group tutorial: instructional activity that must occur in small group settings 
(usually 5-10 students) and in which individual students do not require access to 
equipment except as indicated below: 
• Situations in which microcomputer labs are used for the instruction of standard 
word processing, spreadsheet, and database software packages 
• Situations in which laboratories and workshops are used for convenience 
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Appendix G: Detailed Course Delivery
Term: 6
School: School of Contemporary Media
Course Code Course Name Hours
Weeks / 
Term
Course 
Status
No. of 
Sections
Proposed 
Section 
Size
Additional 
Comments
Classroom Laboratory Dedicated 
Space
Computer 
Room
Other 
(describe)
None
Level 1
MMED - XXXX Digital Media Theory & Project Management 1 45 15 4 2 PC
MMED - XXXX Motion Design 1 45 15 4 2 PC
MMED - XXXX Design & Image 1 45 15 4 2 PC
MMED - XXXX Multimedia Production 45 15 4 2 PC
MMED - XXXX Visual Communication 1 45 15 4 2 PC
MMED - XXXX Gen-Ed 30 15 4 2 General classroom
MMED - XXXX WRIT 30 15 4 2 General classroom
Level 2
MMED - XXXX Digital Media Theory & Project Management 2 45 15 2 2 PC
MMED - XXXX Motion Design 2 30 15 2 2 PC
MMED - XXXX Design & Image 2 45 15 2 2 PC
MMED - XXXX Web Development 2 45 15 2 2 PC
MMED - XXXX Multimedia Authoring 1 45 15 2 2 PC
MMED - XXXX COMM 30 15 2 2 General classroom
Level 3
MMED - XXXX  Introduction to Technical Modelling 45 15 2 2 PC
MMED - XXXX Visualization Practical Applications 1 45 15 2 2 PC
MMED - XXXX Introduction to Unity3D Simulations 45 15 2 2 PC
MMED - XXXX Statistical Accountability in Visualizations 45 15 2 2 PC
MMED - XXXX Generative Art and Storytelling 1 45 15 2 2 PC
MMED - XXXX User Experience & User Interfaces 45 15 2 2 PC
MMED - XXXX GEN_ED 30 15 2 2 General classroom
Level 4
MMED - XXXX Precision Technical Modelling 45 15 2 2 PC
MMED - XXXX Visualizations Practical Applications 2 45 15 2 2 PC
MMED - XXXX Simulations and Application Development 45 15 2 2 PC
MMED - XXXX Data Statistics and Visualizations 45 15 2 2 PC
MMED - XXXX Statistical Narrative and Procedural Aesthetics 45 15 2 2 PC
MMED - XXXX Intermediate User Interaction Principles 45 15 2 2 PC
MMED - XXXX GEN_ED 30 15 2 2 General classroom
Level 5
MMED - XXXX Definitive Technical Modelling 45 15 2 2 PC
MMED - XXXX Visualizations Practical Applications 3 45 15 2 2 PC
MMED - XXXX Simulation and Hardware 45 15 2 2 PC
MMED - XXXX Interactive and Generative Art 45 15 2 2 PC
MMED - XXXX Product Design and Prototyping 45 15 2 2 PC
MMED - XXXX Advanced UI & UX Application 45 15 2 2 PC
MMED - XXXX GEN_ED 30 15 2 2 General classroom
Level 6
MMED - XXXX Visual 3D for Production 45 15 2 2 PC
MMED - XXXX  Visualizations Practical Applications 4 45 15 2 2 PC
MMED - XXXX Marketing and Portfolio 45 15 2 2 PC
MMED - XXXX Advanced Visualizations 45 15 2 2 PC
MMED - XXXX Capstone Project 45 15 2 2 PC
MMED - XXXX Production Overview and Support 45 15 2 2 PC
Program: 3D Visualization
Course Delivery Space (hours distribution per week)
Starting Year: 2017
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Program Name 3D Visualization
Program type Advanced Diploma
Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 Year 7 Year 8 Year 9 Year 10 Total
Incremental revenues
Grants: Notes
 - program name 1 n/a 408,292 752,316 752,316 752,316 752,316 752,316 752,316 752,316 752,316 6,426,816
Tuition:
 - program name 2,3,4 347,831 633,856 871,442 871,442 871,442 871,442 871,442 871,442 871,442 871,442 7,953,222
Program Specific fee ** 5 11,400 20,900 28,700 28,700 28,700 28,700 28,700 28,700 28,700 28,700 261,900
Other associated revenue 0 0 0 0 0 0 0 0 0 0 0
sub-total 359,231 1,063,048 1,652,457 1,652,457 1,652,457 1,652,457 1,652,457 1,652,457 1,652,457 1,652,457 14,641,938
Incremental expenses
Indirect salaries:
  Admin/Support staff (1 SFT tech'n) 65,105 65,105 65,105 65,105 65,105 65,105 65,105 65,105 65,105 65,105 651,050
Teaching salaries:
Full time - number required 1 2 4 4 4 4 4 4 4 4
                   - cost @ $130,389 130,389 260,778 521,556 521,556 521,556 521,556 521,556 521,556 521,556 521,556 4,563,615
Part time - hours per week req'd 11 18 11 11 11 11 11 11 11 11
                   - cost @ see below 26,077 44,703 27,319 27,319 27,319 27,319 27,319 27,319 27,319 27,319 289,330
One time costs - facilities 6 672,750 672,750
                              fitup/equipment 137,450 137,450
Other startup 20,000 20,000
Operating expenses 36,400 50,900 58,700 58,700 58,700 58,700 58,700 58,700 58,700 58,700 556,900
Capital expenses 7 420,000 420,000 420,000 1,260,000
sub-total 1,508,171 421,486 672,680 672,680 1,092,680 672,680 672,680 672,680 672,680 1,092,680 8,151,095
incremental cash inflows -1,148,940 641,561 979,778 979,778 559,778 979,778 979,778 979,778 979,778 559,778 6,490,843
CTO% 60% 59% 59% 34% 59% 59% 59% 59% 34%
Net present value @ 8% $3,833,001
Notes:
1.  Grant based on existing VGD1 program
2.  Tuition based on existing standard tuition program
3.  95%/5% domestic/international enrolments assumed
4.  Based on lvl 1 enrolment total of 60
5.  assumes program specific fee of $200 in levels 2,4,6 (avg $100per term)
6. Two new computer labs and associated reno costs incl furniture, podium, smartboard, cabling etc (@ $160/sq ft and 1700 sq ft)
7.  40 high end computers and cintiq's for lab. There are 2 labs required.
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YEAR 1
Enrolment table Program name
Domestic Int'l
level 1 - Fall 57 3 60
level 2 - Winter 51 3 54
level 3 0 0 0
level 4 0 0 0
108 6 114
Tuition rates
Domestic Int'l
level 1 2,849.30 6,684.50
level 2 2,849.30 6,684.50
level 3 2,849.30 6,684.50
level 4 2,849.30 6,684.50
Grant values
Domestic Int'l
level 1 3,780.48 0.00
level 2 3,780.48 0.00
level 3 3,780.48 0.00
level 4 3,780.48 0.00
YEAR 2
Enrolment table Program name
Domestic Int'l
level 1 - Fall 57 3 60
level 2 - Winter 51 3 54
level 3 48 2 50
level 4 43 2 45
199 10 209
Tuition rates
Domestic Int'l
level 1 2,849.30 6,684.50
level 2 2,849.30 6,684.50
level 3 2,849.30 6,684.50
level 4 2,849.30 6,684.50
Grant values
Domestic Int'l
level 1 3,780.48 0.00
level 2 3,780.48 0.00
level 3 3,780.48 0.00
level 4 3,780.48 0.00
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YEAR 3
Enrolment table Program name
Domestic Int'l
level 1 - Fall 57 3 60
level 2 - Winter 51 3 54
level 3 48 2 50
level 4 43 2 45
level 5 38 2 40
level 6 36 2 38
199 10 287
Tuition rates
Domestic Int'l
level 1 2,849.30 6,684.50
level 2 2,849.30 6,684.50
level 3 2,849.30 6,684.50
level 4 2,849.30 6,684.50
level 5 2,849.30 6,684.50
level 6 2,849.30 6,684.50
Grant values
Domestic Int'l
level 1 3,780.48 0.00
level 2 3,780.48 0.00
level 3 3,780.48 0.00
level 4 3,780.48 0.00
level 5 3,780.48 0.00
level 6 3,780.48 0.00
YEAR 4
Enrolment table Program name
Domestic Int'l
level 1 - Fall 57 3 60
level 2 - Winter 51 3 54
level 3 48 2 50
level 4 43 2 45
level 5 38 2 40
level 6 36 2 38
199 10 287
Tuition rates
Domestic Int'l
level 1 2,849.30 6,684.50
level 2 2,849.30 6,684.50
level 3 2,849.30 6,684.50
level 4 2,849.30 6,684.50
level 5 2,849.30 6,684.50
level 6 2,849.30 6,684.50
Grant values
Domestic Int'l
level 1 3,780.48 0.00
level 2 3,780.48 0.00
level 3 3,780.48 0.00
level 4 3,780.48 0.00
level 5 3,780.48 0.00
level 6 3,780.48 0.00
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NEW PROGRAM DEVELOPMENT – EXTERNAL STAKEHOLDER PANEL MEETING 
Agenda 
3D Visualization 
Tuesday, March 10, 2015 
4:30pm-6:30pm 
CDPA Boardroom 
 
Topic 
 
Welcome and Introductions 
Dinner Buffet 
Introduction and Overview 
• Overview of Program Development Process – CAE presented slides briefly 
describing the program development process 
• 2 main questions to be answered: 
1. Recommendation to proceed to develop the program? 
2. If proceeding, what should be the vocational learning outcomes? 
 
Labour Market Data  
• How are employees currently prepared for employment in this field? 
• Is there a need for this program? 
• Skills needed for a gaming perspective 
• Take the gaming world and make it interactive on the web 
• Architecture would be good but for gaming now 
• Medical field, options are endless 
• Take business data and making it interactive 
• Economical limit for most company 
• 3D rendering is almost expected 
• Most companies are farming out this type of work to China, cost 
• Technology becoming more readily available 
• Opens options for graduates 
• Program too short to specialize  
• 3D is used a lot in interior design 
• Freelancer person as opposed to hiring for small companies 
• Area of specialization within the program 
• Input/output 
• Add: Marketing component into the program 
• Opportunity to broaden students’ portfolio 
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Proposed Post Grad Program – Rob Reichhardt described  
• 3D Visualization in theory is being developed as a post-grad program that 
spans many schools/areas 
• Completely new, need to drive people to our program 
• Rob Reichhardt shared a video illustrating how 3D can be used in 
design/architecture 
• Very new, not being taught yet 
• Very ambitious program 
• Project based program – students seem to learn better using this type of 
learning 
Panel Discussion 
• Would a graduate with this preparation find employment at your place 
of work? 
• There could be a need for this type of position, currently this type of 
work is “farmed” out to China; as they have the technology and it’s very 
cheap to hire someone from there 
• Structure of program 
• Project driven by real clients, real item 
• Build that into the program 
 Budget 
 Presentation 
 Design 
 Development 
 Sell your “project” 
• Budget 
• Marketing 
• Allowing students to “pitch” ideas  
 Later in the program 
 Showcase students strengths 
• See students learn as project progresses 
 
• Length of the program  
• 3 term 
• Skill gaps between program, big task to complete in one year 
• Program too short to specialize 
• Experiential Learning  
• Experiments with companies to use products to experiment with 
software; bringing industry in and partner students with them; 
students learn as project progresses 
• Admission requirements 
• Same basic requirements of current post-grad programs in School of 
Contemporary Media 
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Summary of Recommendations 
• Suggested that some or all of the following be added to the curriculum, basic 
business skills, professional practice, communication, marketing 
• Suggested:  2 streams 
• Working professionals (weekends), train the professionals 
• Increase current skills 
• Graduates whole package 
• Increase skill sets to market 
• Suggested Stackable Learning 
• Option for people to take some courses but not all, brush up on skills 
• Need for past grads to brush up on new software but offered in a 
beneficial way 
Wrap up, Next Steps and Closing Remarks 
• Next meeting 
 
3D Visualization External Focus Group 
Contact Information 
 
Name Company Email Address Confirmed 
Eric Wingelaar Nicholson Sheffield Architects ericwingelaar@gmail.com Yes 
Lisa Bauman ReDesign lisa@redesigngroup.ca Yes 
Dean Bergmann Digital Extremes dean@bergmann.pw Yes 
Jeff Champ 3M Canada jeff.champ@gmail.com Yes 
Jonathan Haan GSP Group Inc jhann@gspgroup.ca Yes 
Emilio Barbero Oilim Visualizers emilio@oilim.com Yes 
Todd McIntyre  im_strahd@sympatico.ca Yes 
Jamie Boylan Big Blue Bubble boylanjamie@gmail.com Yes 
Dan Parker  dparker@rocketmail.com Yes 
Milton Pangourelias Digital Extremes mpangourelias@gmail.com Yes 
Wes Kinghorn Projected Images wkinghorn@projectedimages.ca Yes 
Callan Wilson-Delafield ERA Architects callanwd@outlook.com Yes 
Jordan Darbishire Arcane jordan@arcane.ws Yes 
Erin Pollett Arcane erin@arcane.ws No 
Brian Garside Tech Alliance bgarside@infotech.com Yes 
Marko Di Carlo Velocity Studio  No 
Amir Farahi London Institute amir@londoninstitute.ca Yes 
Rob Anderson London Institute rob@londoninstitute.ca No 
Arthur Gonzales London Institute arthur@londoninstitute.ca Yes 
    
Rob Reichhardt Fanshawe College  Yes  
Fred Varkaris Fanshawe College  Yes 
Helen Pearce Fanshawe College  Yes 
Rob Carver Fanshawe College  Yes 
Dana Morningstar Fanshawe College  Yes 
Teresa Richman Fanshawe College  No 
John Makaran Fanshawe College  No 
Rob Haaf Fanshawe College  Yes 
Eli Paddle Fanshawe College  Yes 
Amy Doherty Fanshawe College  Yes 
Natalia Aguillon  Fanshawe College  Yes 
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 SALES, DEMOGRAPHIC AND USAGE DATA
 ESSENTIAL 
FACTS
 ABOUT THE COMPUTER 
AND VIDEO GAME 
INDUSTRY
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“Video games are ingrained in our 
culture. Driven by some of the most 
innovative minds in the tech sector, 
our industry’s unprecedented leaps in 
software and hardware engages and 
inspires our diverse global audience. 
Our artists and creators continue to 
push the entertainment envelope, 
ensuring that our industry will 
maintain its upward trajectory for 
years to come.”
 — Michael D. Gallagher, president and CEO, 
Entertainment Software Association
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 WHO IS PLAYING
2 Who Plays Computer and Video Games?
4 Who Buys Computer and Video Games?
AT PLAY
5 What Type of Video and Mobile Games are Played Most Often?
5 What are the Most Common Platforms Used to Play Games?
7 How Many Gamers Play Games With Others?
8 Parents and Games
8 Parents Control What Their Kids Play
9 Top Reasons Parents Play With Their Kids 
THE BOTTOM LINE
10 What Were the Top-Selling Game Genres in 2014? 
11 What Were the Top-Selling Games of 2014?
12 Sales Information: 2003–2014 
13 Total Consumer Spend on Video Game Industry in 2014
WHO WE ARE
14 About ESA 
14 ESA Members 
OTHER RESOURCES
16 ESA Partners  
 WHAT’S INSIDE
The 2015 Essential Facts About the Computer and Video Game Industry was released by the Entertainment Software 
Association (ESA) in April 2015. The annual research was conducted by Ipsos MediaCT for ESA. The study is the most in-depth 
and targeted survey of its kind, gathering data from more than 4,000 American households. Heads of households and the most 
frequent gamers within each household were surveyed about their game play habits and attitudes.
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WHO IS PLAYING
O V E R V I E W
FOUR OUT OF FIVE
U.S. households own a device used to play video games
There are an average of
TWO GAMERS
in each game-playing U.S. household
 51%
of U.S. households own a dedicated game console
 42%
of Americans play video games regularly (3 hours or more per week)
155 million
Americans play video games
“The [video game] industry is producing a steady stream of games that 
continue to expand their nature and impact – they can be artistic, social, 
and collaborative, with many allowing massive numbers of people from all 
over the world to participate simultaneously.”
—The New Media Consortium’s 2014 K-12 Horizon Report
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WHO IS PLAYING
G A M E R  D E M O G R A P H I C S
56% male
44% female
GENDER
of Game Players
56%
44%
26%
27%
30%
17%
26% under 18 years 
30% 18-35 years
17% 36-49 years
27% 50+ years
AGE
of Game Players
Women age 18 or older represent a signi! cantly 
greater portion of the game-playing population (33%) 
than boys age 18 or younger (15%)
The most frequent FEMALE GAME PLAYER is on average 43 years old 
and the average MALE GAME PLAYER is 35 years old
 The average game player is  35 years old
The average number of years gamers have been playing video games: 13
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WHO IS BUYING
G A M E R  P U R C H A S I N G
29% 
of the most frequent game players 
currently pay to play video games online
37
is the average age of the most 
frequent game purchaser
WHO BUYS COMPUTER AND VIDEO GAMES?
Of the most frequent 
game purchasers:
THE MOST FREQUENT GAMER FEELS THAT COMPUTER AND VIDEO 
GAMES PROVIDE MORE VALUE FOR THEIR MONEY (47%) COMPARED 
TO DVDS (28%), GOING TO MOVIES (14%), AND MUSIC (12%)
MALE 
PURCHASERS
FEMALE 
PURCHASERS
59%
41%
“Games offer immediate feedback, you can see your progress, 
you can try something and be frustrated but later learn more…
that’s why game play is so engaging to us.”
—Barbara Chamberlin, project director at 
the New Mexico State University Learning Games Lab
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AT  PLAY
H O W  W E  P L A Y
31%
Social Games 
30%
Action 
30%
Puzzle/Board Game/Card 
Game/Game Shows
31%
Social Games 
14%
Puzzle/Board Game/
Card Game/Game Shows 
5%
Action 
39% 
of the most frequent gamers play social games 
Top three types of video games that the most frequent gamers play most often:
Top three types of video games that the most frequent gamers play 
most often on their wireless or mobile devices:
TOP DEVICES MOST FREQUENT GAMERS USE TO PLAY GAMES: 
PC (62%), DEDICATED GAME CONSOLE (56%), 
SMARTPHONE (35%), WIRELESS DEVICE (31%), 
DEDICATED HANDHELD SYSTEM (21%)
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AT  PLAY
H O W  W E  P L A Y
The most frequent gamers who play with others spend an average of 
6.5 
Hours
per week playing with 
others online
5 
Hours
per week playing with 
others in-person 
40% 
going to 
the movies
47% 
watching movies 
at home
Gamers who are playing more video games than they did three years ago 
are spending less time:
Gamers who own dedicated game consoles use them for other 
entertainment media, in addition to playing games:
39% 
watching 
TV
USE THEIR 
CONSOLE TO 
WATCH MOVIES
USE THEIR 
CONSOLE TO 
WATCH TV SHOWS
USE THEIR 
CONSOLE TO 
LISTEN TO MUSIC
USE THEIR 
CONSOLE TO 
WATCH LIVE AND 
OTHER CONTENT
54%
33%
27%
20%
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54% 
of the most frequent gamers play a multiplayer mode at least weekly
54% 
of the most frequent game players feel video games help them connect with friends
45% 
feel video games help them spend time with family
56%
 of the most frequent gamers play with others, including:
42%
friends
21% 
family members
16% 
parents
15% 
spouse/partner
AT  PLAY
H O W  W E  P L A Y
“Millennials are putting [video games] at the center of their 
entertainment preferences, but it is a new kind of gaming 
that is more social, interactive and engaging.”
— Neil Howe, president of LifeCourse Associates 
and leading researcher on millennials
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AT  PLAY
P A R E N T S  A N D  G A M E S
91% 
of parents believe that the parental controls available 
in all new video game consoles are useful. Further, parents impose 
time usage limits on video games more than any other form of entertainment:
84% 
of parents are aware 
of the ESRB rating system
69% 
of parents regularly check a game’s 
rating before making a purchase
PARENTS CONTROL WHAT THEIR KIDS PLAY
79% 
of parents place 
time limits on video 
game playing
66% 
of parents place 
time limits on 
movie viewing
70% 
of parents place 
time limits on 
TV viewing
72% 
of parents place 
time limits on 
Internet usage
Of the games rated by ESRB in 2014:
41% 
received an E 
(Everyone) rating
14% 
received an M 
(Mature) rating
23% 
received a T 
(Teen) rating
21% 
received an E10+ 
(Everyone 10+) rating
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AT  PLAY
P A R E N T S  A N D  G A M E S
94% 
of parents always or sometimes pay attention to the video games their child plays
63% 
of parents say video games are 
a positive part of their child’s life
59% 
of parents whose children are gamers 
play computer and video games 
with their children at least weekly
91% 
of parents whose children play 
games are present when games 
are purchased or rented
90%
require their children to 
get permission before buying 
or renting a video game
TOP ➎ REASONS PARENTS PLAY GAMES WITH THEIR KIDS:
➊  It’s fun for the entire family: 85%
➋  Because they’re asked to: 75%
➌  It’s a good opportunity to socialize with their child: 75%
➍  It’s a good opportunity to monitor game content: 58%
➎  They enjoy playing video games as much as their child does: 54%
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T O P  S E L L E R S
THE BOTTOM LINE
Strategy 4.1%
Sport Games 13.3%
Shooter 21.7%
Role-Playing 9.5% 
Racing 5.2%
 1.1% Other Games/Compilations
 28.2% Action
 6.0% Adventure
 0.1% Arcade
 1.3% Casual
 0.1% Children's Entertainment
 3.3% Family Entertainment
 6.0% Fighting
 0.1% Flight
Other Games/
Compilations 1.6%
Strategy 37.7%
Sport Games 0.2%
Shooter 6.4%
2.5% Action
4.8% Adventure
0.1% Arcade
24.8% Casual
0.7% Family Entertainment
0.7% Flight
0.3% Racing
20.2% Role-Playing
Best-Selling VIDEO GAME Super Genres by Units Sold, 2014
Best-Selling COMPUTER GAME Super Genres by Units Sold, 2014
Source: The NPD Group/Retail Tracking Service
Source: The NPD Group/Retail Tracking Service
“Video games are complex systems composed of rules that interact. 
Gamers must think like a designer and form hypotheses about how 
the rules interact so they can accomplish goals and even bring about 
emergent results. Thinking like a designer in order to understand 
systems is a core 21st-century skill.”
— Dr. James Paul Gee, Mary Lou Fulton Presidential Professor 
of Literacy Studies at Arizona State University
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T O P  S E L L E R S
THE BOTTOM LINE
Source: The NPD Group/Retail Tracking Service
TOP 20 SELLING COMPUTER GAMES OF 2014
BY UNITS SOLD
TOP 20 SELLING VIDEO GAMES OF 2014
 BY UNITS SOLD
RANK TITLE ESRB RATING
1 CALL OF DUTY: ADVANCED WARFARE MATURE
2 MADDEN NFL 15 EVERYONE
3 DESTINY TEEN
4 GRAND THEFT AUTO V MATURE
5 MINECRAFT EVERYONE 10+
6 SUPER SMASH BROS. EVERYONE 10+
7 NBA 2K15 EVERYONE
8 WATCH DOGS MATURE
9 FIFA 15 EVERYONE
10 CALL OF DUTY: GHOSTS MATURE
11 TITANFALL MATURE
12 LEGO MARVEL SUPER HEROES EVERYONE 10+
13 THE LEGO MOVIE VIDEOGAME EVERYONE 10+
14 FAR CRY 4 MATURE
15 DISNEY INFINITY 2.0 EVERYONE 10+
16 NBA 2K14 EVERYONE
17 MARIO KART 8 EVERYONE
18 JUST DANCE 2015 EVERYONE 10+
19 MIDDLE EARTH: SHADOW OF MORDOR MATURE
20 BATTLEFIELD 4 MATURE
RANK TITLE ESRB RATING
1 THE SIMS 4 TEEN
2 THE SIMS 3: STARTER PACK TEEN
3 DIABLO III: REAPER OF SOULS MATURE
4 THE ELDER SCROLLS ONLINE MATURE
5 WORLD OF WARCRAFT: WARLORDS OF DRAENOR EXPANSION PACK TEEN
6 DIABLO III MATURE
7 TITANFALL MATURE
8 THE SIMS 3: ISLAND PARADISE EXPANSION PACK TEEN
9 THE SIMS 3 SEASONS EXPANSION PACK TEEN
10 ELDER SCROLLS V: SKYRIM MATURE
11 THE SIMS 3: UNIVERSITY LIFE EXPANSION PACK TEEN
12 THE SIMS 3: PETS TEEN
13 THE SIMS 3: INTO THE FUTURE EXPANSION PACK TEEN
14 ELDER SCROLLS ANTHOLOGY TEEN-MATURE
15 DRAGON AGE: INQUISITION MATURE
16 STARCRAFT II: WINGS OF LIBERTY TEEN
17 THE SIMS 3: SUPERNATURAL EXPANSION PACK TEEN
18 WORLD OF WARCRAFT: BATTLE CHEST 2013 TEEN
19 CIVILIZATION V EVERYONE 10+
20 STARCRAFT II: HEART OF THE SWARM EXPANSION PACK TEEN
Source: The NPD Group/Retail Tracking Service
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S A L E S  I N F O R M A T I O N 
Source: The NPD Group/Retail Tracking Service; Games Market Dynamics: U.S.
 U.S. Computer and Video Game DOLLAR Sales 
DOLLARS IN BILLIONS
2003 2004 2005 2006 2007 2008 2009* 2010* 2011* 2012*
Combined Dollar 
Sales (shown for 
2010 – 2014)
Computer 
Games
Video Games
Other Delivery 
Formats**
15.2
16.717.1
9.4
10.1
.65
7
.43
.38
11.7
9.5
7.36.97.37 8.7
7.5
6.7
8.1
2013*
15.4
.22
6.1
9
2014*
15.4
.17
5.3
9.9
 * Figures include total consumer spend.
 ** Other delivery formats include subscriptions, digital full games, digital add-on content, 
  mobile apps, social network gaming and other physical delivery. 2003-2009 figures are 
  sales of new physical content at retail exclusively.
THE BOTTOM LINE
Factors in! uencing decisions to purchase video games: 
Word of Mouth 11%
Online Game Play Capability 4%
Product is Familiar to Me 8%
from Past Experiences
Product Reviews in Magazines 3% 
and Video Game Websites
Reputation of the Software 2%
Publisher/Developer
Product’s Rating from ESRB 2%
Product is a Continuation 10%
of a Favorite Game Series
Advertising 1%
5% Educational Value
22% Interesting Story/Premise
4% Look of the Packaging
15% Price 
2% Other
4% Allows for Multiple Players
 at a Single Location
7% Quality of the Graphics
 [ 13 ]
T O T A L  C O N S U M E R  S P E N D  O N  G A M E S  I N D U S T R Y
$15.4
$1.93
$5.08
Accessories
Content
Hardware
32%
TOTAL DIGITAL FORMAT
TOTAL PHYSICAL FORMAT
2010 2011 2012 2013
71% 68%
41%
59%
29% 47%
53%
2014
52%
48%
Total Consumer Spend on Games Industry 2014
DOLLARS IN BILLIONS
Recent Digital* and Physical Sales Information
*Digital format sales include subscriptions, digital full games, digital add-on content, mobile apps and social network gaming.
Source: The NPD Group/Games Market Dynamics: U.S.
Source: The NPD Group/Games Market Dynamics: U.S.
TOTAL:
$22.41 
BILLION
THE BOTTOM LINE
“If it weren’t for video game enthusiasts and the absolute commercial need to 
keep them happy with ever-better graphics requiring ever-higher processor 
speeds, complex computer graphics would still be found only in the high-priced 
domains of the business and science world.”
— Ralph Baer, inventor of the Brown Box and pioneer of 
the home video game console
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THE BOTTOM LINE
SALES INFORMATION 
WHO WE AR
 ABOUT THE ENTERTAINMENT 
SOFTWARE ASSOCIATION
The Entertainment Software Association (ESA) conducts business and consumer 
research, and provides analysis and advocacy on issues like global content 
protection, intellectual property, technology, e-commerce and the First 
Amendment in support of interactive software publishers. ESA owns and operates 
E3 and represents video game industry interests on federal and state levels. 
To learn more, visit TheESA.com and follow us on Twitter: 
@RichatESA or @ESAGovAffairs.
ESA MEMBERS AS OF MARCH 2015
345 GAMES  www.spike.com/press/shows/345-games
505 GAMES www.505games.com
ACTIVISION BLIZZARD, INC. www.activisionblizzard.com
BANDAI NAMCO GAMES AMERICA INC. www.namcobandaigames.com/home.html
CAPCOM CO., LTD. www.capcom.com/us/
DEEP SILVER INC. www.deepsilver.com/us/home/
DISNEY INTERACTIVE STUDIOS, INC.  www.games.disney.com/video-games
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WHO WE ARE
ELECTRONIC ARTS, INC. www.ea.com
EPIC GAMES, INC. www.epicgames.com
FOCUS HOME INTERACTIVE www.focus-home.com
GREY BOX  www.greybox.com/ 
GUNGHO ONLINE ENTERTAINMENT AMERICA, INC. www.gunghoonline.com 
KONAMI DIGITAL ENTERTAINMENT AMERICA www.konami.com
LEVEL-5 INC. www.level5ia.com
LITTLE ORBIT, LLC www.littleorbit.com
MAD CATZ INTERACTIVE, INC. www.madcatz.com
MICROSOFT CORPORATION www.xbox.com
NATSUME INC. www.natsume.com
NEXON AMERICA, INC. www.nexon.net
NINTENDO OF AMERICA INC. www.nintendo.com
NVIDIA www.nvidia.com
SLANG www.slang.vg
SONY COMPUTER ENTERTAINMENT AMERICA LLC www.us.playstation.com
SQUARE ENIX LTD.  www.na.square-enix.com/us/home
TAKE-TWO INTERACTIVE SOFTWARE, INC. www.take2games.com
TECMO KOEI AMERICA CORPORATION www.tecmokoeiamerica.com
TENCENT www.tencent.com/en-us/
UBISOFT, INC.  www.ubisoftgroup.com
WARGAMING PUBLIC COMPANY, LTD.  www.wargaming.com
WARNER BROS. INTERACTIVE ENTERTAINMENT INC.  www.warnerbros.com/videogames
XSEED GAMES   www.xseedgames.com
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E S A  P A R T N E R S
 OTHER RESOURCES
 Learn more about the ESA and its programs at www.theESA.com.
ENTERTAINMENT SOFTWARE RATING BOARD | WWW.ESRB.ORG
The Entertainment Software Rating Board (ESRB) is a non-pro! t, self-regulatory body 
established in 1994 by ESA. ESRB independently assigns computer and video game content 
ratings, enforces advertising guidelines and helps ensure responsible online privacy practices 
for the interactive entertainment software industry.
ACADEMY OF INTERACTIVE ARTS & SCIENCES | WWW.INTERACTIVE.ORG
The Academy of Interactive Arts & Sciences (AIAS) was founded in 1996 as a not-for-pro! t 
organization to recognize outstanding achievements in interactive entertainment. The AIAS 
conducts the annual D.I.C.E. Awards to promote and acknowledge exceptional accomplishments 
in the ! eld. In 2002 the Academy created the D.I.C.E. Summit dedicated to exploring approaches 
to the creative process and artistic expression as they uniquely apply to the development of 
interactive entertainment.
INTERNATIONAL GAME DEVELOPERS ASSOCIATION | WWW.IGDA.ORG
The International Game Developers Association (IGDA) is the largest non-pro! t membership 
organization serving individuals who create video games. The IGDA advances the careers and 
enhances the lives of game developers by connecting members with their peers, promoting 
professional development and advocating on issues that affect the developer community. These 
core activities advance games as a medium and game development as a profession.
THE NPD GROUP, INC. | WWW.NPD.COM
The NPD Group provides market information and business solutions that drive better decision-
making and better results.  The world’s leading brands rely on us to help them get the right 
products in the right places for the right people.  Practice areas include automotive, beauty, 
consumer electronics, entertainment, fashion, food / foodservice, home, luxury, mobile, of! ce 
supplies, sports, technology, toys and video games. 
VIDEO GAME VOTERS NETWORK | WWW.VIDEOGAMEVOTERS.ORG
The Video Game Voters Network (VGVN) is a grassroots organization of voting-age gamers who 
organize and take action in support of computer and video games. Since its creation in 2006, 
more than 500,000 grassroots activists have joined the VGVN.
ESA FOUNDATION | WWW.ESAFOUNDATION.ORG
Created by the American entertainment software industry, the ESA Foundation works to make a 
positive difference in the lives of America’s youth by providing scholarships to the next generation of 
industry innovators and supporting charitable organizations and schools that leverage entertainment 
software and technology to create educational opportunities. ESA Foundation is primarily supported by 
proceeds from its signature annual fundraiser, “Nite to Unite – for Kids” and other charitable initiatives.
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DELIVERING	  PROSPERITY	  •	  2015	  	  
www.ledc.com	  
Digital	  Crea1ve	  in	  London	  
London,	  Canada	  
Larry	  MacKinnon	  
Director,	  Business	  Development	  
DELIVERING	  PROSPERITY	  •	  2015	  	  
www.ledc.com	  
London	  Quick	  Facts	  
o  Located	  on	  the	  busiest	  NAFTA	  highway	  in	  North	  America	  with	  	  
1.5	  billion	  in	  trade	  per	  day	  
o  Access	  to	  more	  than	  150	  million	  consumers	  within	  a	  1-­‐day	  drive	  
o  Interna1onal	  airport	  and	  24-­‐hour	  cargo	  services	  
o  Close	  proximity	  to	  3	  U.S.	  border	  crossings	  
	  	  423,900	  
Popula1on	  
	  
	  	  265,200	  
Labour	  Force	  
	  	  
7.5%	  
Unemployment	  
Rate	  
	  	  $20	  billion	  
GDP	  
DELIVERING	  PROSPERITY	  •	  2015	  	  
www.ledc.com	  
Why	  Ontario?	  	  
Corporate	  Income	  Tax	  Rates	  
2011	   2012	   2013	  
Quebec	   28.4%	   26.9%	   26.9%	  
Ontario	   26.5%	   25.0%	   25.0%	  
Difference	   1.9%	   1.9%	   1.9%	  
o  The	  Harmonized	  Sales	  Tax	  and	  other	  reducVons	  will	  cut	  
Ontario's	  marginal	  effec1ve	  tax	  rate	  to	  16.2%	  by	  2018	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London’s	  Diverse	  Economy	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Educa1onal	  Ins1tu1ons	  
o  Enrolment:	  36,266	  	  
o  277,000	  alumni	  worldwide	  
o  60+	  undergraduate	  &	  graduate	  programs	  
o  2014	  graduates:	  9,653	  
o  A]racts	  $245	  million	  in	  annual	  research	  grants	  
o  Enrolment:	  18,000+,	  full-­‐1me	  
o  Focus	  on	  pracVcal	  training	  
o  200	  diploma,	  degree,	  cerVficate	  and	  apprenVceship	  
o  2014	  graduates:	  10,000	  
o  Co-­‐ops	  and	  internships	  
o  160,000	  alumni	  worldwide	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Digital	  Crea1ve	  Sector	  
o Employed:	  8000+	  
o  From	  digital	  interacVve	  media	  development	  to	  soaware	  for	  
financial	  services,	  H.R,	  London	  is	  building	  a	  diverse	  
technology	  cluster	  
o  Affordable	  downtown	  office	  space	  (Heritage	  Space),	  fibre	  
opVcs	  coverage,	  cerVfied	  data	  center	  sites	  and	  great	  
entertainment	  venues	  are	  some	  of	  the	  reasons	  why	  more	  
tech	  companies	  are	  choosing	  London	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  Crea1ve	  Sector	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Digital	  Crea1ve	  Sector	  
o  LEDC	  is	  supporVng	  iniVaVves	  to	  increase	  fiber	  opVc	  
coverage	  to	  commercial	  and	  industrial	  buildings	  in	  
London	  including	  parVcipaVng	  in	  the	  South	  Western	  
Ontario	  Economic	  Alliance	  (SWEA)	  Intelligent	  Region	  
IniVaVve.	  	  
o  This	  iniVaVve,	  in	  partnership	  with	  Cisco	  Systems,	  is	  
designed	  to	  facilitate	  targeted	  government	  investments	  in	  
broadband	  and	  ICT-­‐based	  producVvity	  
o  London	  is	  fortunate	  to	  have	  opVons	  for	  technology	  
incubaVon	  and	  acceleraVon	  including	  Western	  
Research	  Park,	  Hacker	  Studios,	  as	  well	  as	  private	  sector	  
facility	  in	  the	  downtown	  core	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North	  American	  Firsts	  
Dr.	  Oetker	  (Germany)	  -­‐	  First	  North	  American	  frozen	  pizza	  
manufacturing	  plant	  and	  one	  of	  the	  largest	  food	  companies	  in	  Europe	  
Natra	  (Spain)	  –	  First	  North	  American	  chocolate	  processing	  plant	  
Fraunhofer	  Project	  Center	  (Germany)	  -­‐	  First	  North	  American	  R&D	  
facility	  to	  develop	  new	  composite	  materials	  
Brose	  (Germany)	  -­‐	  First	  Canadian	  automoVve	  parts	  plant	  that	  employs	  
over	  800	  people	  
Hanwha	  (Korea)	  -­‐	  First	  Canadian	  building	  products	  manufacturing	  
facility	  
Arvin	  Sango	  (Japan/USA)	  -­‐	  First	  Canadian	  automoVve	  parts	  facility	  to	  
supply	  parts	  to	  Toyota	  
Transform	  Automo1ve	  (USA)	  -­‐	  First	  Canadian	  automoVve	  parts	  facility	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Infrastructure	  •	  Air	  
o  The	  London	  InternaVonal	  Airport	  is	  a	  hub	  for	  general	  aviaVon	  
services	  in	  Southwestern	  Ontario	  
o  The	  airport	  provides	  access	  to	  a	  cargo	  terminal	  with	  24-­‐hour	  
Canada	  Customs	  and	  air	  cargo	  services	  
o  Newly	  built	  Air	  Cargo	  Terminal	  conVnues	  to	  be	  successful	  and	  
has	  achieved	  70%	  occupancy	  with	  70	  employees	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Infrastructure	  •	  Road	  
o  Located	  along	  the	  NAFTA	  (North	  American	  Free	  Trade	  
Agreement)	  superhighway	  
o  $1.5	  billion	  in	  trade	  every	  day	  and	  provide	  London	  access	  to	  
more	  than	  150	  million	  consumers	  within	  a	  1-­‐day	  drive	  
o  Located	  half-­‐way	  between	  Detroit	  and	  Toronto,	  London	  has	  
unparalleled	  market	  access	  through	  close	  proximity	  to	  	  
3	  Canada-­‐	  US	  border	  crossings	  —	  Detroit,	  MI,	  Port	  Huron,	  MI	  
and	  Buffalo,	  NY	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Infrastructure	  •	  Rail	  
o  London's	  VIA	  Rail	  sta1on	  is	  located	  downtown,	  close	  to	  
major	  hotels	  and	  restaurants	  
o  14	  trains	  per	  day	  serve	  the	  London	  staVon	  with	  regular	  
connecVons	  to	  Toronto,	  Sarnia	  and	  Windsor	  
o  CN	  and	  CP	  Railways	  provide	  excellent	  freight	  transportaVon	  
services	  over	  a	  14,000	  mile	  network	  in	  Canada	  and	  U.S.A	  
DELIVERING	  PROSPERITY	  •	  2015	  	  
www.ledc.com	  
Infrastructure	  •	  Fibre	  Op1cs	  
o  LEDC	  is	  supporVng	  iniVaVves	  to	  increase	  fiber	  op1c	  coverage	  to	  
commercial	  and	  industrial	  buildings	  in	  London	  including	  parVcipaVng	  in	  
the	  South	  Western	  Ontario	  Economic	  Alliance	  (SWEA)	  Intelligent	  Region	  
IniVaVve	  
o  This	  iniVaVve,	  in	  partnership	  with	  Cisco	  Systems,	  is	  designed	  to	  facilitate	  
targeted	  government	  investments	  in	  broadband	  and	  ICT-­‐based	  
produc1vity	  
o  London	  offers	  several	  op1ons	  for	  technology	  incuba1on	  and	  accelera1on	  
including	  private	  sector	  faciliVes	  in	  the	  downtown	  core	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Infrastructure	  •	  Water	  &	  Sewer	  
o Ample	  fresh	  water	  supply	  from	  2	  great	  lakes	  –	  
Lake	  Erie	  and	  Lake	  Huron	  
o Drinking	  Water	  Quality	  Management	  Standard	  
o High	  capacity	  sanitary	  sewers	  
o Storm	  Water	  Management	  faciliVes	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Infrastructure	  •	  Industrial	  Land	  
o  Shovel-­‐ready,	  master	  planned	  lands	  in	  a	  variety	  
of	  sizes	  
o  Class-­‐A	  serviced	  lands	  are	  located	  next	  to	  
highways	  401	  and	  402	  with	  easy	  access	  to	  3	  U.S.	  
border	  crossings	  and	  interna1onal	  airport	  
o  Fast	  tracked	  municipal	  permits	  and	  approvals	  
o  Externally	  validated	  by	  professional	  site	  selectors	  
DELIVERING	  PROSPERITY	  •	  2015	  	  
www.ledc.com	  
What	  Does	  the	  LEDC	  Do?	  
o  A]racVng	  New	  Business	  and	  Foreign	  Direct	  Investment	  	  
o  Business	  Growth	  and	  Reten1on	  	  
o  Improving	  Business	  Climate	  
o  Workforce	  Development	  
o  Market	  and	  Promote	  London	  to	  the	  World	  
o  Establishing	  Business	  Support	  Partnerships	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Thank	  You!	  
(519)	  661-­‐4545	   lmackinnon@ledc.com	  
LARRY	  MACKINNON	  
Director,	  Business	  Development	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Entrepreneurship	  in	  London	  
London,	  Canada	  
Bri5any	  Medeiros	  
Director,	  Business	  Development	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London	  Quick	  Facts	  
o  Located	  on	  the	  busiest	  NAFTA	  highway	  in	  North	  America	  with	  	  
1.5	  billion	  in	  trade	  per	  day	  
o  Access	  to	  more	  than	  150	  million	  consumers	  within	  a	  1-­‐day	  drive	  
o  InternaGonal	  airport	  and	  24-­‐hour	  cargo	  services	  
o  Close	  proximity	  to	  3	  U.S.	  border	  crossings	  
	  	  423,900	  
PopulaGon	  
	  
	  	  265,200	  
Labour	  Force	  
	  	  
7.5%	  
Unemployment	  
Rate	  
	  	  $20	  billion	  
GDP	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Why	  Ontario?	  	  
Corporate	  Income	  Tax	  Rates	  
2011	   2012	   2013	  
Quebec	   28.4%	   26.9%	   26.9%	  
Ontario	   26.5%	   25.0%	   25.0%	  
Difference	   1.9%	   1.9%	   1.9%	  
o  The	  Harmonized	  Sales	  Tax	  and	  other	  reducVons	  will	  cut	  
Ontario's	  marginal	  effecGve	  tax	  rate	  to	  16.2%	  by	  2018	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London’s	  Diverse	  Economy	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EducaGonal	  InsGtuGons	  
o  Enrolment:	  36,266	  	  
o  277,000	  alumni	  worldwide	  
o  60+	  undergraduate	  &	  graduate	  programs	  
o  2014	  graduates:	  9,653	  
o  A]racts	  $245	  million	  in	  annual	  research	  grants	  
o  Enrolment:	  18,000+,	  full-­‐Gme	  
o  Focus	  on	  pracVcal	  training	  
o  200	  diploma,	  degree,	  cerVficate	  and	  apprenVceship	  
o  2014	  graduates:	  10,000	  
o  Co-­‐ops	  and	  internships	  
o  160,000	  alumni	  worldwide	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Entrepreneurship	  
o  Incubator	  space	  readily	  available	  	  
o  London's	  downtown	  core	  offers	  an	  abundance	  of	  affordable	  
office	  space,	  restaurants,	  bars,	  and	  entertainment	  
o  Ivey	  InsGtute	  for	  Entrepreneurship	  at	  Ivey	  Business	  School	  
provides	  necessary	  resources	  
o  Student	  Entrepreneurship	  Centres	  at	  Western	  University	  and	  
Fanshawe	  College	  introduce	  students	  to	  the	  possibiliVes	  of	  
starVng	  and	  owning	  their	  own	  business.	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Entrepreneurship•	  Resources	  
Techalliance	  
o  Offers	  services	  to	  members	  to	  help	  start,	  grow	  and	  connect	  companies	  at	  
any	  stage	  of	  their	  growth	  
o  Regional	  InnovaGon	  Centre	  for	  London	  and	  surrounding	  areas	  as	  part	  of	  the	  
Ontario	  Network	  of	  Entrepreneurs.	  
Small	  Business	  Centre	  
o  Provides	  training	  and	  support	  for	  entrepreneurs	  to	  start	  and	  grow	  a	  
successful	  business	  
o  From	  concept,	  throught	  start-­‐up	  and	  early	  growth	  stages	  of	  business,	  the	  
Centre	  is	  a	  one-­‐stop	  source	  for	  informaVon,	  guidance	  and	  professional	  
advice	  
Southwestern	  Ontario	  Angel	  Group	  (SWOAG)	  
o  Facilitates	  the	  introducVon	  of	  entrepreneurs	  to	  potenVal	  investors	  through	  
presentaVons,	  investment	  meeVngs,	  networking	  opportuniVes	  and	  more	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North	  American	  Firsts	  
Dr.	  Oetker	  (Germany)	  -­‐	  First	  North	  American	  frozen	  pizza	  
manufacturing	  plant	  and	  one	  of	  the	  largest	  food	  companies	  in	  Europe	  
Natra	  (Spain)	  –	  First	  North	  American	  chocolate	  processing	  plant	  
Fraunhofer	  Project	  Center	  (Germany)	  -­‐	  First	  North	  American	  R&D	  
facility	  to	  develop	  new	  composite	  materials	  
Brose	  (Germany)	  -­‐	  First	  Canadian	  automoVve	  parts	  plant	  that	  employs	  
over	  800	  people	  
Hanwha	  (Korea)	  -­‐	  First	  Canadian	  building	  products	  manufacturing	  
facility	  
Arvin	  Sango	  (Japan/USA)	  -­‐	  First	  Canadian	  automoVve	  parts	  facility	  to	  
supply	  parts	  to	  Toyota	  
Transform	  AutomoGve	  (USA)	  -­‐	  First	  Canadian	  automoVve	  parts	  facility	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Infrastructure	  •	  Air	  
o  The	  London	  InternaVonal	  Airport	  is	  a	  hub	  for	  general	  aviaVon	  
services	  in	  Southwestern	  Ontario	  
o  The	  airport	  provides	  access	  to	  a	  cargo	  terminal	  with	  24-­‐hour	  
Canada	  Customs	  and	  air	  cargo	  services	  
o  Newly	  built	  Air	  Cargo	  Terminal	  conVnues	  to	  be	  successful	  and	  
has	  achieved	  70%	  occupancy	  with	  70	  employees	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Infrastructure	  •	  Road	  
o  Located	  along	  the	  NAFTA	  (North	  American	  Free	  Trade	  
Agreement)	  superhighway	  
o  $1.5	  billion	  in	  trade	  every	  day	  and	  provide	  London	  access	  to	  
more	  than	  150	  million	  consumers	  within	  a	  1-­‐day	  drive	  
o  Located	  half-­‐way	  between	  Detroit	  and	  Toronto,	  London	  has	  
unparalleled	  market	  access	  through	  close	  proximity	  to	  	  
3	  Canada-­‐	  US	  border	  crossings	  —	  Detroit,	  MI,	  Port	  Huron,	  MI	  
and	  Buffalo,	  NY	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Infrastructure	  •	  Rail	  
o  London's	  VIA	  Rail	  staGon	  is	  located	  downtown,	  close	  to	  
major	  hotels	  and	  restaurants	  
o  14	  trains	  per	  day	  serve	  the	  London	  staVon	  with	  regular	  
connecVons	  to	  Toronto,	  Sarnia	  and	  Windsor	  
o  CN	  and	  CP	  Railways	  provide	  excellent	  freight	  transportaVon	  
services	  over	  a	  14,000	  mile	  network	  in	  Canada	  and	  U.S.A	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Infrastructure	  •	  Fibre	  OpGcs	  
o  LEDC	  is	  supporVng	  iniVaVves	  to	  increase	  fiber	  opGc	  coverage	  to	  
commercial	  and	  industrial	  buildings	  in	  London	  including	  parVcipaVng	  in	  
the	  South	  Western	  Ontario	  Economic	  Alliance	  (SWEA)	  Intelligent	  Region	  
IniVaVve	  
o  This	  iniVaVve,	  in	  partnership	  with	  Cisco	  Systems,	  is	  designed	  to	  facilitate	  
targeted	  government	  investments	  in	  broadband	  and	  ICT-­‐based	  
producGvity	  
o  London	  offers	  several	  opGons	  for	  technology	  incubaGon	  and	  acceleraGon	  
including	  private	  sector	  faciliVes	  in	  the	  downtown	  core	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Infrastructure	  •	  Water	  &	  Sewer	  
o Ample	  fresh	  water	  supply	  from	  2	  great	  lakes	  –	  
Lake	  Erie	  and	  Lake	  Huron	  
o Drinking	  Water	  Quality	  Management	  Standard	  
o High	  capacity	  sanitary	  sewers	  
o Storm	  Water	  Management	  faciliVes	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Infrastructure	  •	  Industrial	  Land	  
o  Shovel-­‐ready,	  master	  planned	  lands	  in	  a	  variety	  
of	  sizes	  
o  Class-­‐A	  serviced	  lands	  are	  located	  next	  to	  
highways	  401	  and	  402	  with	  easy	  access	  to	  3	  U.S.	  
border	  crossings	  and	  internaGonal	  airport	  
o  Fast	  tracked	  municipal	  permits	  and	  approvals	  
o  Externally	  validated	  by	  professional	  site	  selectors	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What	  Does	  the	  LEDC	  Do?	  
o  A]racVng	  New	  Business	  and	  Foreign	  Direct	  Investment	  	  
o  Business	  Growth	  and	  RetenGon	  	  
o  Improving	  Business	  Climate	  
o  Workforce	  Development	  
o  Market	  and	  Promote	  London	  to	  the	  World	  
o  Establishing	  Business	  Support	  Partnerships	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Thank	  You!	  
(519)	  661-­‐4545	   bmedeiros@ledc.com	  
BRITTANY	  MEDEIROS	  
Manager,	  Business	  Development	  
